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0 many ancient Authors have _ in 
Praiſe of the Game of Cheſs, that it 
8 would be needleſs for me 40 ſay much 
i.. 
Fon Pietro Carrera, who in the 7 rar 161 ”, | "+ 0 
: —_— a large Volume concerning the Origin and 
Progreſs of this Game, has. at the ſame time gruen us 
4 Liſt of thoſe authors, which is too long to be inſer- 
ted in this Preface. I will however mention the moſt 
celebrated; Herodotus, Euripides, Sophocles, Phi- 
loſtratus, Homer, Virgil, Ariſtotle, Seneca, Pla- G 4 
0 to, Ovid, Horace, Quintilian, Martial, Vida. 'Y 
| ; FS of this Game is hy Carrera. atten | | 
to Palamedes, and he proves it from the above-men- 
tioned Authors ;_ it is true that ſeveral others are of 
4 different Opinion; ſome ſay it was known before bis 
time, others that it was invented by the Philoſopber- 
Serſes, Councellor to Ammolin, King of Babylon, 
in order by this new, engaging, and ſpeculative Game, 
to divert that Prince from the Cruelties be was na- 
| turally inclined to. | | 
The Egyptians are ſaid to have ranked this Game 
in the Number of the Sciences, and that, at a time 
when themſelves were the only learned People; their 3 
| Reaſon I ſuppoſe io be founded on this Principle, r 


Scientia eſt eorum, que conſiſtunt in Intelectu. _ = 
It is no Monder to ſee [0 many different. Opinions, - RR. 
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cannot be known 10 any Degree of Certainly. 25 hers 5 
are however ſome who will not allow it to be above 
300 Years old, tho a few make it to be ſomewhat 
MF: ® joan, and perhaps they would not grant ibat, if the 

: = | ery Cheſs-men with which Charlemagne * ujed to 
1; | 2 5. were not ſtill extant in ihe Royal Repaſitoty of 

the Abbey of St. Denis. 

Euripides, in bis 7. ragedy of Iphigenia, tells us, 
zhat Ajax and Protefilaus played together at Cheſs 
in Preſence of Merion, Ulyſſes, and other famous 
Greeks. Homer, in the Firft Book of his Odifſey, 
relates, that the Princes, Lovers of Penelope, 

- uſed to Play at Cbeſs at the Door of that fair Lady. © 
But not to trouble the Reader with any thing more 
about the Origin of this Game; it will be allowed by 
all, to have contributed 10 the Amuſement of the 

greateft Heroes for many Ages paſt; and theſe of our 

Days take no ſmall Pleaſure in it. | 

Virtue and Heroiſm were the two 4 finguiſbing 

| Characters of Charles ihe XIIth, King of Sweden ; 

. the Allurements and Temptations of }; ce had no 

| Power over him; be could even abſtain from thofe 

things, which by — Perfons of Rank are eſteemed 

as no other than the Conveniencies of Life; he had 

an Averſion io gaming, and had ſirifily forbid it bis 

Army, and among his Subjects; but Chefs was ex- 

' cepted in a particular manner; be took ſo much De- 
_— tight in it, that be encouraped the Learning of it 

. among all bis Courtiers. Voltaire zells us, rh, white 
that Prince was at Bender, he played at it every 
Day with bis General Poniatoſki, er with bis T rea- . 
.—— furer Grothuſen. 

_ = Jan ſorry to ſee that the Rules of this Gaze (at 42t- 
= tributed to Palamedes) have in many Countries not 


* aun 1 Lived i in the eighth century. 
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* 
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OO 
been able lo maintain their original Purity; it is ſaid 
that the Greeks obſerved them ſo firifily, as not to 
bear a Cheſs-board wrong turned, having always the 


Idea of a Battle before them ; when they play d, they 
infited on having the Rook which is on the right Hand 


placed upon a white Square, that Colour being of 4 


good Omen among them ; and each of the Combattants 
latter d himſelf, by having this white Square at 


right Hand, to obtain the Viftory. 


This Game bas in many Paris of Germany been 6 


digſgur d, as not 10 be known but by the Board and 


the Men; they allow playing two Moves ſucceſſively - 


| "at the Opening of the Game, This appears to me 
very ridiculous, as no Game is known. but the Play- 
ers play alternately. Beſides, can it be thought that 


where two good Players meet, he who plays laſt can 
have any great Chance of winning © Secondly, they give 
a Pawn leave to paſs beyond u by Pawns ; which 
not only makes quite a different Game from the origi- 


nal one, but alſo takes off a great deal of its Beauty; 


becauſe by this means a Pawn may paſs before two 


others, which with much Donny and Induſtry baue 
reached within three Squares of becoming Queens, and 
are there ſtopt by the King, or the Adverſary's 


Biſhop ;- while this finzle Pawn will either go and 
make a Queen, or obiige you to abandon all your ad- 
vanced Pawns and come attack this W/retch, His au- 
ring the whole Game has done nothing. This certainly 
is quite oppoſe ie to the Rules of War, where Merit 

only can advance a Soldier's Fortune. Befides, when © 
the King caſtles, th:y allow bim to puſh his Rook's 

Pawn; by which means he plays twice running. In 
my Opinion all theſe Deformities have been introduced 
by Wranglers, who have obliged their Ad ver faries to 
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While this Field if Criticiſm lies open, I cannot +l 
75 my own Countrymen, who have committed as great. 
@ Fault as the Germans. They are leſs to be excuſed, 
there being many good Players among them ;, nay ſome 


of the beſt in Europe. I preſume they have.been led 


away (like myſelf formerly) by a bad Cuſtom, efta- 


bliſhed in all Probability by the Perſon who firſt brought 
Cheſs into France; I am inclined to believe it muſt 


bave been ſome Player at Draug bis, who knowing: 


little more than the Moves of the Pieces, imagined 
one might make as many Queens in the Game of Cheſs, 


as at Draugbis. I would only aſk what a fine Sight. 
it is to ſee upon a Cheſs-board, two Pawns an the ſame 
Square, to diſtinguiſh a ſecond Queen; and if by. 
chance a third fnould be made (as I have often ſeen it 
at Paris) iben it is ſtill a finer Sight, while the Bot- 
tom of one Pawn is almoſt ſufficient to cover a $ guare. 


on the Board, Is nat therefore this Method moſt ri-. 


diculous, eſpecially as it is pradtiſed in no - Country. 


where the Game of Cheſs is known ? 


However, if my Countrymen will go on in this er- 


roneous way, I would adviſe them, 10 prevent all 
Diſputes that may ariſe about their Multiplicity of 


Queens, to make to each Seit of Cheſs-men three or 


four Queens, as many Rooks, Knights, &c. 
To return to Pietro Carrera, whom it is. probable. 


the Calabrian * and other Authors have followed ; yet 


neither be nor they bave given us, notwithſtanding 


their Prolixity, but very imperfeft Rules, and ſuch. 
as can never make a good Player; they have opened 
feveral Games, and left us to end them as well as we 
could, by which means ihe Player is as Puzzled, as 


if he had been left to begin the (awe without any 5 


Luft ain, at all. 
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- Cunningham and Bertin have give us Gambits, 


9  Ipbich are loſt or won according as they make the Ad- 


ver ſary play well or ill; they have undoubtedly found 
 7heir End in ſ® eaſy a Method, but then of what 
Uſe can ſuch Inſiruttions be to one, who wiſhes to 
make himſelf Mafter of the Game? ] bave ſeen ſe- 
weral Players, who bad learnt the Calabrois and 
other Authors by heart, and who, when they had 
play d the four or five firſt Moves, did no longer know 
zohat they were about: But I may boldly ſay, that 
svhoever once knows how to put in practice the Rules 
{ have laid down, will never be in that caſe. I have 
avoided doing like thoſe Authors, wwho, in order to 
Fill up a Book, have fluffed it with Sett Games (or 
rather Games for Children, as their Situation will 
not be found once in a thouſand Years) to ſhew 
the Ends of Parties, by which, all the while, no- 
thing can be learnt. I hope Lovers of this Game 
zwill be ſatisfied with the Modicum & bonum J 
here offer them, which will be found uſeful, in- 
Aructive, and will occur very frequently in playing 
at this Came. AS „ 

I have omitted all the Mates, except that of the 
Biſhop and Rook againſt a Rook, it being the 
moſt difficult that can happen; Carrera does in- 
deed ſay, it may be forced, but we may fairly 
queſtion (by his Writings) whether he himſelf knew 
bow to do it, 

My chief Intention is to recommend myſelf to the © 
Public, by a Novelly no one has thought of, or 
perhaps ever underſflood well; I mean how to play 
the Pawns : They are the very Life of this Game 
They alone form the Attack and the Defence; on 
Their good or bad Situation depends the Gain or Loſs 
. 5 


Lin 
jt; Play . 0b, wohen be has. þlay 4 2 Pan 
bell, can give no Reaſon for his moving it to ſucb a 


Square, may be. compared to 4 General, who wb 
much Praſtice has little or no The 


'T, broughout my. Jour firſt Games wed be ſeen. 4 tes 


gular Attack and Defence. 


The Obſervations - I have made 0 on the ot. —4 


ee Moves, and which ſometimes appear leaſt 
intelligible, 201 hew the Reaſon for Playing as is 
laid 29 2 and alſo that by playing any thing elſe, 
you muſh unavoidably bave loſt the Party; »the Back- 
games are a Proof of it; by ſhewing. the Effect,” 
2 * Reaſon muſt eaſily be concei ved. 

By the Gambits it may be ſeen, that thoſe Parties 

ive no Advantage to him bo attacks, or to bim 
who defends them; if both play equally well, the 
Game becomes moſt commonly a drawn Game. Ii is 
true, that i either the one or the other commits a 
Fault in ihe twelve Ar. Moves, the Game will foon 
be lot. | 
My Back-games to the G ambit: 0 "the 755 
inſtructi ve, are more frequent. than | to the uber 
Games, will ſhew it. 

be Queen's Gambit, being ſack. as to give Riſe 
in its firſt. Moves ta many different Parties, has hi- 
therto deterr*d._ Authors from diſſefting it. T. bey bave 
Agbilh mentioned it, and given us ibe Beginning. of 
ſome Games with many erroneous Moves: 1 think " 
have found out its irue Defence, they who under- 
Hand. that adde * ae woher {. have ee, 
£4 « or not. 
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Reflexions on the moſt material Moves; and 
two Back Games; one beginning from the 
12% and the ſecond from the 37 Move 
of this Game. 5 


f. 
IWhite. H E King's Pawn two Steps: | 
Black. T The ſame. 
2. 
72 The King's Biſhop at his Queer g Was s 
fourth are. 


B. The ſame: 


IF. The Queen's Biſhop's Pawn one Move. 


B. The King's Knight at his Biſhop's: third Square? 


4 
u. The Queen's Pawn wo Moves 00. 


3. The Pawn takes it. 


ge 

0 This Pawn is play'd two Moves for two'very impor- 
tant Reaſons; the is, to hinder) your . Adyerſary's King's 
Biſhop to play upon your King's Biſhop's Pawn ; and the 

ſecond, to put the Strength of your Pawns in the Middle of 
the Exche ny which is of great Conſequence to attain ha 


a cen, 
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. The Pawn retakes the Pawn (3). 


3. The King's Biſhop at his Queen's Knight's 


- third ws wang & 
6. 
W. The Queen's Knight at - his nner: third 


Square. 


B. The King, caſtles. 


VV. The King's * at his | King's ſecond 


Square 955 
B. The Queen' s Biſhop's Pawn one Move. 
4 
w. The King's Biſhop at his Queen's third 
Square (e). 
J. The 128 85 5 Pawn two dove. 
MF 24 
© When 1 you find your Game t in the role Sit ituation, 
| (wiz.) one of your Pawns at your King's fourth Square, and 
one at your Queen's fourth Square, you muſt puſh neither of 
them before your Adverſary propoſes to change one for the 
other; in this caſe you are to puſh forwards the attack d 
Pawn. It is to be obſerved that Pawns, when ſuſtain'd i in 
a front Line, hinder very much the Adverfary's Pieces to 
enter in your Game, or take an advantageous Poſt. This 
Rule ma may, ſerve for all other Pawns.thus ſituated, _ 
( 1 1 
with it, you are to cover the Check with your Biſhop, i in 
order to retake his Bithop with your Knight, in caſe he rakes 
2 Biſhop ; your Knight will then defend your King's 
awn, other wile unguarded. But probably he will not take 
0 Biſhop, becauſe a 9 Player ſtrives to keep ait Nag! 8 
iſhop as long as poſſib 


(4) You muſt not eaſily play your Knights at your 


Biſhop's third Square, before the Biſhop's Pawn has moved 


two Steps, becauſe the Knight proves an Hindrance to the 


Motion of the Pawn. 


() Your Biſhop retires to avoid being attack'd by the black 
Auen Pawn, which would force you to take his Pawn 


with 


inſtead of retiring his Biſhop, he gives you check | 


- 
+ 7 4 | 
—_ - ct 1 e Ba 1 . 
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9. 
W. The King's Pawn one. Move. r 
B. The King 8. * 5 his King's Square. ; 


. The Queen? 8 Biſhop; at 22 King? s third Square. 
B. The King's Biſhop's Pawn one Move . T 
JV. The Queen at 1 69k Toad Square (8). ' 
B. The King s Biſhop's Fan takes the Pawn ON 
1 
W. The Queen” s Pawn retakes i > 
B. The Queen's * at his Ring 8 third 
na (. 


1 i * 
1 Fi & * 5 I 
541 & 


? 5 5 | by 3. 
WOES yours x This would very _ Uiminiſh theStrength of 
you! Game, and ſpoil entirely the Project already mentioned, 
and obſerved in the firſt and ſecond Reflections. Vids a and 6. 
J He playerh this Pawn to give an Opening to his 
Kiog' s Rook ; and this cannot be hindered, whether you 
take his Pawn or not. 
(g) If you ſhould take the Pawn offer'd to you, inſtead of 
| Playing your Queen, you would be guilty of a great Fault, 
becauſe your Royal Pawn would then loſe its Line; whereas 
if he rakes your King's Pawn, that of your Queen ſupplies 
the Place, and you may afterwards ſuſtain it with that of your 
King's Biſhop's Pawn : Theſe two Pawns will und ubtedly 
win the Game, becauſe they can now no more be ſeparated 
without the Lofs of a Piece, or one of them will make a 
Queen, as will be ſeen by the Sequel of this Game. More- 
over, it is of no fmall Conſequence to play your Queen in 
that Place for two Reaſons; the firſt, to ſupport and defend 
our King's Biſhop's Pawn ; and ſecondly, to ſuſtain your 
Queer s Biſhop, which, being taken, would oblige you to 
retake his Biſhop with the above-mentioned laſt Pawn ; and 
thus your beſt Pawns would have been totally divided, and 
by conſequence the Game indubitably loft, 
() He takes the Pawn to purfue hisProj ect. which is to give 
an Opening to his King's Rook, and aka it fit for Action. 
(% He playeth this owns to protect his Queen's Pawn, 
and with a View to TRY afterwards that of his Queen's 
B:ihop's. 2 Þ2- Obſerve, 


LS.” > 
—_— 


13. 
v. The King's Knight at his King's Biſhop's 


fourth Square (&). 


B. The Queen at her King 5 ſecond Square, 


14. 


WW. The Queen's Biſhop takes the black Biſhop 0. 


B. 1 he Pawn takes the Biſhop. 


| 15.1 5 
W. The King caſtles with his Rook (m). 
Z. The Queen's Knight at his Queen 5 ſecond 


'D uare. 
* | 16. 
Obſerve, that he might havbi taken your Biſhop 7 VEE pre- 


fee to his Scheme, but he chuſes rather to let you take 
is, in order to get an Opening for his Queen's Rook, tho? 


| he ſuffers to have his Knight's Pawn doubled by it; but you 
are again to obſerve, that adouble Pawn is no ways didn. 


tageous when ſurrounded: by three or four other Pawns. 


However, to avoid Criticiſm, this will be the Subject of a 


Backgame, beginning from this twelfch Move, to which 


you are ſent after the Parry i is over; the black Biſhop will 


then take your Biſhop : It will then be ſhewn, that playing 
well on both Sides, it will make no Alteration in the af | 
The King's Pawn, together with the Queen's, or the King's 
Biſhop's Pawn, well play'd, and well ſuſtain d, will cer- 


tainly win the Game. 


N. B. In regard to theſe Back-games, I ſhall make them 


only upon the moſt eſſential Moves ; for if I were to make 


them upon every Move, it would be an endleſs Work. 
( Your King's Pawn being as yet in no danger, your 
Knight attacks his Biſhop, in order to take it, or have i it 
removed. 
(0 As it is always dangerqus to let the Adverſary- 's King 
Biſhoz batter the Line of your King's Biſhop's Pawn ; and 
as it ĩs likewiſe the moſt dangerous Piece to form an Attack, 


it is not only neceſſary to ap ror him by times your Queen's 
Biſhop, but you muſt get ri 


of that Piece as ſoon as a con- 


yenient Occaſion offers. 
(n] You chuſe to caſtle on the King's Side, in order ta 


ſtrengthen and protect your King's Biſhop's Pawn, which you 
will advance two Steps as ſoon as your King's Pawn is 


attack d. 


2508 


N. The Queen's Rook at its King's Place. 


. 
2, 3 66 | 
JV. The Knight takes the black Biſhop. 
B. The Queen takes the Knight. 
W. The King's Biſhop's Pawn two Steps. © 
B. The King's Knight at his Queen's Biſhop's 
JJC N 


- 


18 


B. The King's Knights Pawn one Move (9. 
W. The King's Rook's Pawn one Move (o). 
B. The Queen's Pawn one Move. LY, 
ir 8 3 
W. The Knight at his King's fourth Square. 
The King's Rook's Pawn one Move (p). 
„ | | 


B. 
2 The Queen's Knight's Pawn one Move. - © 
B. 


The Queen's Rook's Pawn one Move. - 
| . 
W. The King's Knight's Pawn two Steps. 


B. The King's Knight at his Queen's fourth Square 


| 23. | 

. The Knight at his King's Knight's third 
Square (2). | 
B. 


() He is forced to play this Pawn, to kinder yau from 
puſhing your King's Biſhop's Pawn upon his Queen. 
(e) This King's Rook's Pawn is play'd to unite all your 
Pawns together, and puſh them afterwards with Vigour. 

(2) He playerh this Pawn to hinder your Knight entering 
in his Game, and forcing his Queen to remove; were he 
to play otherwiſe, your Pawns would have an open Field. 

(7) You play this Knight to enable yourſelf to puſh your 
King's Biſhop's Pawn next; it will be then ſupported by 
three Pieces, the Biſhop, the Rook, and the Knight, 


* 


5 26. 


to nothing, and you would run the Riſk of loſing the Game. 


B. The King's Knight at the white King $ tire - 
Square (r). | 


24. 
. The Queen's Rook takes the Knight, 
. The Pawn takes the Rook. + 
zt ag: 1 
2 The Queen takes the Pawn. _ 
B. Tne Queen's Rook takes the Pawn of the op- 
poſite Rook. 35 


A 


. The Rook at his King's Place (5). 
B. The Queen takes the white een abe. 
| Pawn. , | 


Ag 


% 


27 · 

NV. The Queen at her King's fourth Square. 4 
B. The Queen at her King's third Square (2). 
28, 

W. The King? 8 Biſhop q Faun c one Move. 
B. The Pawn takes it. 
29. 
V. The Pawn takes again (o 
* The Queen at her Fourth Square (w). : 
30. 
(r) He playeth this Knight to hinder. your Project, by 
3 the Strength of your Pawns, which he would un- 
doubtedly do by puſhing his King's knight's Pawn ; bur you 
break his Deſign 155 changing your Rook for his Knight. 
(-) You play your Rook to protect your King's Pawn, 
3 would remain in the lurch as ſoon as you puſh your 
King's Biſhop's Pawn. 
() The Queen returns to hinder the Check-mate, now 
ready prepared. » 
(i Were you not to take with your Pawn, your firſt Pro- 
ject, laid in the Beginning of the Game, would be reduced 


(ar) He offers to change Queens, in order to break your 
— oy of giving him Check- mate — your Queen and 
Biſhop. 


S's 


30. 
IW. The Queen colin the Queen. 
B. The Pawn' takes the Cannon. © 


317. 
. The Biſhop takes the Pawn in {his way; 
B. The Knight at his third er e 
1 
V. The King's Biſhop's Pawn one Move (*). 
B. The Queen's Rock at the white queen” 
'- Knight's ſecond 1 


W. The Biſhop at his 5 s third Square. 
B. The King at his oy s ſecond Square, 


2 The Biſhop at the black King's Biſhop's 


fourth Square. 
fourth Square. 


35+ 
*. The Knight at the black king 8 Rook's fourth 
Square. 


7 B. The King $ Rook gives check. 
| 6. 


V. The Biſhop covers the Check. 
65. The Kni ght at the white (peek $ ſecond Squares 


3 37. 
9 . The King' $ Pawn gives check. 


B. 


(x) You are to oblerrs, when. your Biſhop runs upon 


White, you muſt ſtrive to | wa your Pawnalways upon Black, 
becauſe then your Biſhop 


erves to drive away your Adver- 


=X fary's. King or Rook when between your Pawns ; the fame 

when your Biſhop runs Black, to have then your Pawny 

vpon White. Few Players baye made this Remark tho” 
© a yery elleatial one. 


B. . he Knight at the white Queen's Biſhop's 


Pb , 
=; 


( s F 


B. The King af his Knight $ third Square ( . 
| 38. 
W. The King's Biſhop! s Pawn one Move. 


B. The Rook at its King's Biſhop 8 Square. 


39. 
W. The Knight gives check at the fourth Square = 
of his King's Biſhop. | 


B. The King at his 5 25 8 fecond Square. | 


#7. The Biſhop at the black King's Rook's 
fourth Square. 


| | B. Playeth any where the white puſhes to Queen. 


— 


FIRST BACK GAME, 


o * 


Continuation of the firſt Came from the 


_ twelfth Move. | 


EE» 


V. H E 3 s Pawn retakes Te; 


B. The King's op. takes the white 


Queen's Biſhop. 
13. 


1. The Queen takes the OMe 


B. The —— 8 Biſhop at his rg s third Square. 


14. 


0 As his King may retire at his Biſhop" $ Square, it 
is neceſſary to ſend you to a ſecond Back-game, which 
will ſhew you how to proceed in this Caſe, b 


| 7 6 
= #. The King” Knight at his King $ ee I 
fourth Square | 
B. The Queen at her King's ſecond Square, 
1 15. 
— [x The Knight takes the Biſhop. - e : 
| The Queen takes, _ Knight. 
* W. The King caſtles his Rook. Win” 
B. The Queen's Kpight.'s at his e 8 frond 
Square. l ; 
17 
W. The King's Biſhop's Pawn two Moves! | 
B. The King's Knight's Pawn one Move. 
3 18. 
W. The King's Rooks Pawn one Move. 
B. The King's Knight at his ſecond Squared 
18 
I. The King's Knight's Pawn two Steps. . 
B. The Queen's Biſhop” s Pawn one Moves 
| 20. 
W. The Knight at his King's ſecond S 
B. The . s Pawn one Nove. 
=_ W. The Queen at her Sond Square. a 21 4 
3. The u Kaight at his third. Square? | 
I 29. 
Vu. The Knight at his King's Knight 8 3d. uare. 
B. The Queen's W at . YOu $ fourth 
Square. | | 
23. 
. The Queen's Rook at its King's Square. 
B. The Queen's Knight at the white = $ third 
"Sys: 
8 "4B 


* tw) 
77. The Rook 8 the; 8 Wor... 
B. The Pawn takes oy Eons 0-6” 
B. The Queen rakes the white Queels: Rok 
Pawn: - Rory | 1255 8 
; : 0B 21 74,30 1 


e King's Biſhop! S Pawn one Move. 
3B. The Queen takes the Pa wn. 


25. v 
W. Tue Kipg's Biſhop's Pawn one Move. 


— — 


L | 28, 


. — Kni ur Fawn one Meve 


W. The Queen takes ir. ine, iid of 41 
B. The Pawh takes the Queen 

36. 5 
M. The King 's Paun one Move. 
3. The Koighe at 8 ha thitd wier 


. The Knight at b King's fourth Square. 

B. The Kaight at his King's Bifhog 

. e na . 
| , | | 2 72 32. 
i. The Rock e 
B. The Pawn takes = Rook; 


— 


B. The Knight at his King's Square. 


5 fourth 


where; the Game being loſt. 


. hr at the wi Queen's third Square. 
B. The King's Biſhop's Pawn one Move, or any 


1 34. : * 
17. The King's Pawn one Move. 
B. The King's Rook at its Queen's Kni 


Square. | 


. ow” 


* 


I. The Biſhop gives 533 1 
B. The King retires, N but one Place. 
3 4 
. The Knight gives checnx. | 

B. The King removes. 
3 = 
. The Knight- at ny black Queen's Square 
: diſcovering check. 
B. The King moves where he can. 


W. The King's Pawn making a Queen, gives 
Check- mate in the mean time. s 


There requires as Animadverſions on the Moves of this 
pv be they beiog almoſt all che ſame as in the firſt 
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 SEGOND BACK-GAME, 


0 8 ; 4 


; Of the Firſt Party, 


þ I 
4 0 . 
— Q 
I a 


1] Beginning from the thirty-ſeventh Move, 


ar 4, of Pony 
* * k 


- 


| H F. King's Pawn gives check. 
The King at his Biſhop's Square; 


: - * W 


3 | 38. 5 
W. The Rook at its Queen's Rook's Square. 
bc; B. The Rook gives check at the white Queen's 


night's Square. 


1 39. | 
x V. The Rock takes the Rook. 
1 T2 - Bo The Knight retakes the Rook. 


_ - 


* 1 I. Fhe King at his Rook's ſecond Square. 


=. - The Knight at the white Queen's Biſhop's 
- +  mird Square,” # 


o 


The Knight at bis King's Biſhop's fourth . 
3 Ces Square. 


B. The Knight at the white King's fourth Square. 


42. 


42. 1 Re 
The Knight takes the Pawn, © | © 


The Rook at its King's Knight's fourth 
Square. . 


The King's Pawn one M ove, and gives check, 
The King at his gh s ſecond Square, 


% 


The Biſhop gives hack at the black King's 
third Square, 


The King takes the Biſhop. - 


The King's Pawn makes a Queen, and wins 
the Game. 


SECOND 


o 


OT 


4 


1 


N 14 + 
ERR III 


SECOND GAME, 
WITH 


THREE BACK - GAMES, 


The firſt beginning ws the third, the other 
from the eighth, and the laſt from the 


crane -ſixth Move. 


M bite. INH E King's Pawn two PEN 


Black. The ſame. 
2. 


V. The King's Biſhop at tis ; axe $ Biſhop" 
fourth "Square. 


B. The Queen's Biſhop's Lawn one. : 


3 
WW. The Queen's Pawn two Steps (9). 
B. The Pawn takes — Pawn (6 
4 


(a) 'Tis abſolutely 3 to 5 this Pawn two Steps; 
laying any thing elle would get him the Move, and by con- 
Foquenca the Attack: This would put your Game in a bad 
Condition, becauſe you could hinder him no longer from 
tting the Strength of his Pawns in the middle of the Chets- 
Beard; and (ſuppoſing always none of you te play amiſs) 
would win him the Game. 


(4) If he refuſes taking your Pawn, in order to purſue 


immediately his intended Scheme of attacking your Bithop | 


with 


„ The Queen takes the Pawn. = = "PIUS 
B. The Queen's Pawn one Move. | 


| 3 
. The King's Biſhop's Pawn two Moves. 
B. The Queen's Biſhop at his King's third 
Square (c). | | „ 


.. The King's Biſhop at his Queen's third Square. 
B. The Queen's Pawn one Move. | 


. The King's Pawn one Move. 

B. The Queen's Biſhop's Pawn one Move. 

. The Queen at her King's Biſhop's ſecond 

X 0 | * 

B. The Queen's Knight at his Queen's Biſhop's 
third Squate(d), OS. 


; | * 0 
with his Queen's Pawn, he will (with regular Play on bes 
ides) loſe the Game, becauſe his Queen's Pawn being ſe- 
ue from his Camarades, cannot avoid being loft. This 
producing great Alterations in the Game, will be the Sub- 
jet of my firſt Back. game, beginning from his third Move. 
(e) He playerh this Biſhop for three weighty Reaſons : 
The firlt; and moſt material is, to puſh his Queen's Pawn, 
in order to make room for his King's Biſhop; the ſecond, 
to oppoſe it to your King's Biſhop ; and the third, to get 
rid of him, according to the Rule preſcribed in the firſt 
| Parry, wide!) page 4. . 33 
(a) It. inſtead of getting out his Pieces he ſhould continue 
to puſh on his Pawns, he would leſe the Game infallibly ; 
becaufe ir muſt be obſerved, that one or two Pawns, too 
far advanced in the Beginning of a Game, muſt be reckon'd 
as good as loft, except when all the Pieces are fit for Action, 
or that thoſe Pawns, when taken, can have their Places 
| ſupplied again by other Pawns. This will be demonſtrated 
by a ſecond Back- game, beginning from the eighth Move, 
| Which will convince you that two Pawns in a front Line, 
| ſituated 


5 8 
1 * * - ; 
5 , ; 
, . — 
< F 5 


The Queen's Biſhop's Pawn one Move: 

B. The King's Knight's Pawn one Move. 
1 | 

IV. The King's Rook's Pawn one Move. 

B. The King's Rook's Pawn two Moves (c). 

W. The King's Knight's Pawn one Move. 

B. The King's Knight at his Rook's third Square. 
W. The King's Knight at his Biſhop's third Square. 

B. The King's Biſhop at his King's ſecohd Square. 

_ W. The Queen's Rook's Pawn two Steps. 

B. The King's K night at his Biſhop's 4th. Square. 
I4. . | 
HF. The King at his Biſhop's Square (F). 

B. The King's Rook's Pawn one Move. 
V. The King's Knight's Pawn one Move. 
B. The Knight gives check to the King and to 
CR Ron. OE, 1 
| 16, 


ſituated upon your fourth Squares, are better than two 
upon the Fuck Squares ; becaule they, being ſo diſtant from 
the main Body, may be compared, as in an Army, to loſt 
Vanguards and Sentries. _ We N 
(e) He puſhes this pawn two Steps to hinder your Pawns, 
being four to three on that Side, to ſall upon his own. Here 
is an Obſe vation to be made, that in the preſent Situation 
two equal Bodies of Pawns are on the Cheſs-· Board; you ha ve 
four to three on your King's Side, and he has like wile four to 
three on his Queen's Side: thoſe on the King's Side ha ve 
always ſome Advantage, the King being by a ſuperior Num- 
ber better guarded: Nevertheleſs, he that will be able to 
ſeparate firit his Adverfary's Pawns (eſpecially on that Side 
where they are ſtrongeſt) will undoubtedly win the Game. 
() You play your King, in order to be able to form 
your Attack, as well on your left, as on your right Wing. 


9 
1 16. 7 
}. The King at his Knight's ſecond Square: 
B. The Knight takes the Rook. 


os A 


e I 
V. The King takes the Knight (g). 
B. The Queen at her ſecond Square. 


18. | 3 
. The Queen at her King's Knight's Square (5). 
B. The Queen's Rook's Pawn two Steps. 
7 Ty A 4 19. © > ; : 
W. The Queen's Biſhop at his King's third (i) 
|. - 5 NA. 504) ms, 
B. The Queen's Knight's Pawn one Move. 
i 7 an | _ 
VV. The Queen's Knight at his Rook's gd. Square, 
The King caſtles on his Queen's Side (c). 
| | 21. 
(g) Though a Rook is commonly a better Piece than a 
Knight, yet this Change turns to your Advantage; the Rea- 
ſoti of it is, in the firſt place, that this Knight has already 
made at leaſt four Moves before his Arrival to that Place, 
Whereas your Rook never ſtird yet from its Place: Se- 
condly, his Knight being thus ſituated proves very trouble- 
ome to you; ſo the taking of him puts your King ia an 
eaſy Situation, and enables you the better to form your At- 
tack on either Side, where your Adverſary ſhall chuſe to 


Caſtle. 


) "Tis of conſequence to play your Queen, in order to 
ſuſtain your King's Biſhop's Pawn, for fear he ſhould ſacri- 
fice his Biſhop for your two Pawns, which he certainly 
would do; becauſe all the Strength of your Game conſiſting 
in your Pawns, the breaking of them would give him the 
Attack upon you, and probably make you loſe the Game. 

(i) You play this Biſhop with an Intention to draw 
him to puſh his Queen's Biſhop's Pawn, which would 
give you the Game very ſoon, becauſe it gives an Open- 

Ing to your Knights to enter his Game every where. 

_ (4) He caſtles on his Queen's Side, to avoid the great 
Strength of your Pawns on the other Side; and the more 
ſo, becauſe they are already further adyanced than thoſe 

on your Queen's Side, 5 
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(6 
eh 
W. The e King's Biſhop gives check. 
B. The King at his Queen's Muy ſecond | 


Square. 
2% 
W. The Queen's 1 at his Queen' 8 Biſhop" 9 
ſecond Square (4). | | 
B. The en $ Rook at hey: own Place. 
* 


I. The King' $ Biſhop at the black Queen' 7 
Knight's fourth e 1 2 0 

B. The Queen at her home (n). 
= Ie. A Y 

. The Queen? 8 Knight? s Pawn two Sept 

B. The Queen at her King's Biſhop's Square. 
256 

W. The Queen” s Knight's Pawn takes the black 

| Queen's Biſhop's Pawn. 

B. The Queen's SO 8 Pawn takes the run 


again. 
i» „ 
M. The King's Knight at his Quoed's ſecond 
Square (). 


& | The Queen's * 8 Pawn one Move (o). 


27. 

() If, inſtead of going lach in order to purſue your "oi 
ack on the Pawns that retard your winning of the Game, 
you ſhould give him Check, you would loſe at leaſt two 
Moves by it. 

(=) He playeth his Queen with a deſign to put her next. 
at her King's Biſhop's Square, foreſceing very well that his 
whole game depends on ſuſtaining his queen's biſhop's pawn, 

( You play this Knight with a View always to at- 
tack the Pawn in queſtion. 

(o) He playeth this Pawn to gain one Move, and to hinder 

r King's Knight from placing himſelf at your Queen's 
2551 s third Square. But as this 26t Move may be play d. 


dtherwiſe, I refer it to my third and laſt Back- game, 


* 


4 90 
N AP. | | 
I. The King? $ Knight at his Biſhop's * Square. 
B. The king s Biſhop's Pawn one Move (5). 
20. - 
. The Queen- s Biſhop gives check. 
B. The King at his Queen's Knight's ſecond 
Square. | 
29. 
W. The Biſhop takes the Kni ght and gives check. | 
B. The King takes the Biſhop. 
30. 
W. The King's Knight gives check. 
B. The King at his Queen's — Square (Y. 6 
5 . 
I. The King 8 Biſnop s Pawn one Move. | 
B, The Biſhop at his King's Knight” s Square. 
32. 
WW. The King's Pawn gives check. 
B. The King at his home. 


33+ 
72 The King's Knight at the black Queen 8 
Knight's fourth Square. 
B. The King s Biſhop at his Queen's third Square. 


34. 
. The Queen at her fourth Square (79. 
B. Loſt every where. | 
D 3 FIRST 


(;) Whatever he may play now, the Game is irretrie= 
vable ; becauſe as ſonn as your Knights can ger a free Paſ- 
ſage, the Game is decided. 

4) If his King takes your Queen's Biſhop, you have 
his Queen by a dilcover'd check upon him; and if he play- 

eth otherwiſe, he loſes his Queen's Biſhop- 5 | 

) The Queen takes afterwards his Queen's Pawn, en- 
ters his Game, and maſters moſt of his Pieces: therefore it 
5 needlels to go on. 
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B. The King caſtles. 


(209) 


S eee eee 


| FIRST BACK-GAME. 


Beginning from the Third Move af tho 
VT 


3d Move. 
bite. \H E Queen's Pawn two Steps. 
Black. The py '* 


' # 


TW. The King's Pawn 7 the Pawn. 


B. The Queen. s Biſhop's Pawn takes the Pawn, 
5. 
I. The Biſhop gives check. 


-, T he op covers the Check. 


6. 


V. The Biſhop 1 Biſhop. 
35 Knight takes the Biſhop. 


7 
V. The Queen's Pawn takes the 8 


5. The Knight takes that Pawn. 
8. 
Ir The Queen at her King's ſecond Square. 


. B. The ſame, 


IF. The Queen? $ Knighe: at 15 Biſhop $ 3d Square. 


— 


10. 


V. The Biſhop at his King's Biſhop's 4th Square. 


B., The Queen $ Knight at his * s 3d. Square, 
5 4 I, 


( 21 ) 
V. The King caſtles - 
B, The Queen takes the Queen. 
5 f | 
W. The King's Knight takes the Queen. 
B. The Queen's Pawn one Move. 
„ „ 
V. The Queen's Knight at his King's 4th Square, 
B. The King's Biſhop's Pawn one Move (a). 
VV. The King's Rook's Pawn two Moves. 
B. The King's Rook's Pawn the ſame. 
OF 15. | 
W. The King's Rook at its third Square. 

B, The King's Knight at his Rook's third Square, 
® oa | 0 16. ' ae 5 - 
W. The Biſhop takes the Knight. 

B. The Rook takes the Biſhop. 

| „„ 

V. The King's Rook at its Queen's third Square. 

B. The Queen's Rook at its King's Square. 

W. The King's Knight takes the Pawn, 

B. The Knight at the white Queen's Knight's 
fourth Square. (5.) 5 

| I9. | 
W. The King's Rook at its King's third Square. 


() If. in lieu of playing this Pawn, he had play'd his 
Rook at his King's Square to attack your two Knights; you 
might have let him take the Pawn that is at your King's ſe- 
cond Square, and with your other Knight have attack'd his 
King's Biſhop's Pawn. The Conſequence is plainly ſeen. 
(5) Had he taken your Knight with his Rook, inſtead of 
playing as he did; yours (taking his again) would have 
gain'd you his King's Biſhop, by a Check given with your 


. 


Rook, and conſequently the Game. 
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B. The Knight takes the Rook's Pawn and won 
check. | 
20. 
VV. The King at his n 85 Knight $ 1 8 
B. The Wight retires. 
IC; 

i. The Knighr checks the King and Rook at 
once, and having the Advantage of a good 
Situation, and a Rook for a Biſhop, muſt 

get the Game. This Obſervation ſheweth, 
that when both Sides play well, he that 
moves firſt will almoſt always win the 
Game. | F 


SECOND BACK-GAME, 


Beginning from the Eighth. Move of the 
Second 2 


White, H E Queen at her King's Biſhop's 
| ſecond Square. 


Black. The Queen's Biſhop's Pawn one Move. 


9. 
V. The King's Biſhop at his King's 2d. Square. 
B. The Queen's Pawn one Move. 


1 4 | : I O. 
= W. The Queen's Biſhop's Pawn one Move. 
= B. The Queen's Pawn one Move. 


EIS» te s 3 1 p 2 
9 £12k ain ap 3 — 
0 « = 
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0 23 ) 


rt.” 
I. The King's Biſhop at his third Square. 
B. The Queen's Biſhop at his 9 fourth 
Square. 
12. 
1. The Queen's Knight's Pawn one Move. 
B. The Queen's Kaight's Pawn two Steps. 
Y 136 > 
W. The Queen's Rook's Pawn two „ 
B. The Queen's Biſhop's Pawn takes the Pawn. 
14. 
iv. The Queen's Rook's Pawn takes that Pawn. 
. The Queen's Biſhop takes the white Biſhop, 
1. 
I. The King's Knight takes the Biſhop. 
B. The Queen's Knight at his pans ſecond 
Square. 
16. 
W. The Queen 8 Biſhop at his King's 3d. San 
B. The Rook at its N 8 wan s Square. 
I 
W. The Queen's Biſhop's ; Pawn one Move. 
B. The Queen s Knight at his third Square. 
19. 
W. The Queen's Knight at his Queen 8 ſecond 
e 
B. The King's Biſhop at the white Queen” 3 
Knight s fourth Square. . --. i 
1 
W. The King caſtles, and will ok. win 
the Game, becauſe all his Pawns are well 
fituated, and well ſuſtain'd; whilſt his 
 Adver ary? s Pawns are ſeparated, and lie 
ly to be loſt, 


THIRD 


3 


(24 ) 
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THIRD and LAST 
BACK- GAME 


On this Second Party, beginning at the 
Ti. een, Move. 


26. 
W. T H E King's Knight at his Queen's ſe- 
cond Square. | 
B. The King's Biſhop 8 Pawn one Step. 
27. : 
VV. The King's Knight at his Queen's Knight 8 
& third Square. 
B. The Queen's Biſhop's Pawn one Move. 
| „„ | 
72 The Oben $ Biſhop gives check. 
B. The King at his Queen's . ſecond 
| Square. | 


„ 0 | 
W. The King's Knight gives check at the black 
Queen's Biſhop's fourth Square. - 
B. The King 8 Biſhop takes the ON | 
30. 
V. The Queen' s Biſhop takes the Biſhop. 
3. The Queen at her Biſhop's ag , 


a5 | 6; | | | 31. 


0 250 
Tt 
WW. The Rook at its s Queen's Knight $ Square. 
B. The King at his Queen's Biſhop's fecond 
Square: 
32. 
. The Queen- 8 Biſhop oives RD at the black 
Queen's third Square. 
B. The King at his Queen's Square. 


33. 
M. The Queen gives check at the black Queen's 8 


Knight's third Square. | 
* The Kuig any where loſes the Game, 


(626) 


W 7 -M 


eee eee ee 


Beginning with the Black, 


Wherein it is thown: that playing the King's 8 
Knight, the ſecond Move, is entirely 
wrong; becauſe it not only loſes the At- 
tack, but gives it to the Adverſary. It 
will be ſeen likewiſe by three different 
Back-Gamts, that a good Attack keeps 
the Defender always embarraſſed. 


I 
Black. FF HE King's Pawn two Steps. 
White. The 2 | 

{ 
B. The King's Knight at his Biſhop's 3d. Square, 
V. The Queen's Pawn one Move. „ 


Zo 
B. The King's Biſhop at the Queen's Biſhop's 
fourth Square. 


W. The King's Biſhop's Pawn two Moves (a). 
| | he” 


(a) Any thing elſe your Adverſary could have d. this 
was always your beſt Move, it being very advantageous to 


e as King' 5 OY" S Tawn for his royal Pawn; be- 
- cauſe 


- = 4. | 
. The Queen's Pawn one Move. | 
I. The Queen's Biſhop's Pawn one Move. 


Oe; 5. 1565 | 
B. The King's Pawn takes the Pawn (5). 
. The Queen's Biſhop retakes the Pawn, + 


B. The Queen's Biſhop at the white King's 

Knight's fourth Square. „% an, 
V. The King's Knight at his Biſhop's third 
Square (c). . na <P 
E 3 7. 


cauſe your King and Queen's Pawns place themſelves in the 
Middle of the Cheſs-board, and become in a Stare of ſtopping 
all the Progretles of your Adverſary's Pieces; beſides this, 
you goon the Attack upon him, and that by his having play'd 
his King's Knight at the ſecond Move. You have itill another 
Advantage by loſing your King's Biſhop's Pawn for his King's 
Pawn ; that is, when you do caſtle with your King's:Rook, 
the ſame Rook finds itſelf immediately free and fit for Action 
in the very Beginning of the Game. This will be demon- 
ſtrated by my firſt Back- game, beginning from the third 
Move, to which you are ſent after the Party. © 
(5) You mult obſerve, that if he refuſes taking your Pawn, 
you are to leave ir in the ſame Situation and Place expoſed 
to be taken; except however, he ſhould chuſe to caſtle wich 
his King's Rook, in ſuch caſe you muſt without any Heſita- 
tion, or the Interval of a ſingle Move, puſh that very Pawn 
forwards, and in order to attack, and fall upon his King 
with all the Pawns of your right Wing. The Effect of it 
will be beſt learn'd by a ſecond Back- game, beginning from 
this fifth Move to which you are ſent. You are to obſerve 
again,as a general Rule, nor to determine eaſily to puſh on 
the Pawns either of your right or left Wings before your 
Adverſary's King has caſtled ; he will otherwiſe retire where 
your Pawns are leſs ftrong or leſs advanced, and by conſe- 
quence leſs dangerous to him. : 
(e) If he takes your Knight, you muſt abſoJutely take 
his with your Pawn, which being join'd to his Camarades, 
8 their Strength, and by conſequence that of your 
a Me. . 


VT l l — — 4 4 n — _ 4 
IG ave _— or 3 — 6 5 - —ͤ— : 
. n * ; * 0 . , * p Ws - gates t ET O e 8 . | "—_— 1 r 0 — 3 n 1 
. ** <4 Las 6 bog : : * 1 2 L r I n 5 A 2 * 5 Y 5 28 * 5, 2 r N ns” = 
A 5 1 — = Pos T2 0 * — 2 * +.% £ Q * p N * 3 "39 * — . 7 . ry x 4 3 . - - A TY En of , = 2 Pe 
0 s N * J * 2 4 - * 0517 4 N Es "noms 4 — — 7 9 2 4 *; of RSA NT or a „ „ A * 1 * 
[ de 7 N wm 2d 2 - £ he Y > A s A 1 4 9 A 4 * 4 ue 9 C 1 ” — 5 7 g =_ — 1 2 — = l 
Tm of A 1 Fs >, * = \ 2 * 246 \ n * * „ 7. ts, \ - 3 A . 2 1 2 * > * „ — * 2 n * * 
2 8 9 . * y * py 0b. dad > - b „ 9 — 2 er, r We... 2 2 £ * weng þ l 
T v k s 5 4 1 - SET \ Au , * 7 1 I; ” , — N 1 __ A; © 
* . 2 2 . . 2 LIT „ _ 1 N 
5 - = 4 0 N < f 0 7 Wt 2 * 8 * g — 1 a n 
— a kb. * * a - * ä — — * 79 * = 2 2 mas 7 9 
Boe OR . tg 2 n * * * " —— * * r _ A 7 2 4 1 0 , WW >... — 6 > this 
. ” . * —+ *% 7 3 p 9 , 5 = - * Y * r r I 4) Be by — *. 2 * 
9 9 3 K 5 N . : Ie * 2 — - . 4 N = 2 A N . x 
7 "#9 7 A — * . — TDs Fo — - * 


3 A - 2 
DP * OS, 
* 


8 


= e 
8 
ig 7 q 8 
* * * =o 5 
- IS 7 


(28) 


B. The Queen's Kot at his Quere 8 ſecond 
> Square. © 
W. The ons Pawn one Move. 
8. 
. The Biſhop retires. TY 
V. The King's Biſhop at his Queen's third (4) 
| Square. Oo 


9. 
B. The Queen at ker King's ſecond Square. 
. The lame. 
7 10. 


B. The King caſtles with his Rook (e). 


V. The Queen's Knight at his Queen's ſecond 


„„ 

JJ Hoe 3 ds I I. 

B. The King” $ Knight at his Rook's fourth 77 
Square. 


WW. The Ken at her King's third Square. 


=p 2 

(7 ). This i is the beſt Square your King's ; Biſhop can chuſe, 
except the fourth ot his Queen's Bithop ; particularly when 
you have the Attack, and it be out of your Adverſary's 
Power to hinder that Bithop from playing on his King's 


_ Biſhop's Pawan. 


(e) If he had caſtled on his Queen' 5 Side, it would have 
been then your Game to caſtle on your King's Side, in order 


to attack him more commodioully with your Pawns on the 
Neft. It is here again neceſſary to obſerve, for a general 


Rule, that as it is dangerous i in an Army to attack the Ene- 


my too ſoon, it mult ſerve likewiſe for Inſtruction here not 


.to be too haſty in puſhing your Pawns forwards, till they 
are well ſuſtain'd by one another, and alſo by your Pieces, 
otherwiſe your Attack will prove abortive. The Form of 


this Attack at your left will be ſeen by a third Back- game, 


beginning from this tenth Move, 
J) He playeth this Knight to make room to his King's 
- Biſhop” s Pawn, with a deſign to advance it two Steps, in 


order to ſtriye to break che Chain of your Pawns. 


7 * \ 
(- 29. ) 
12. 
B. The King's Knight takes the Biſhop ( 20. 
W. The Queen retakes the Knight. 
de ined 
. The Queen's Biſhop takes the Knight 9. 
W. The Pawn retakes the Biſhop. 
T4. 
B. The King's Biſhop's Pawn two Moves. 


*. The Queen at her King's Knight's. third 
Square. wo 


T5 
B. The Pawn takes the Pawn. 
W. The Biſhop's Pawn retakes it. 
16. 
B. The King's Rook at its King' s Biſhop's third _ 
3 TE IF | 
. The King s Rook's Pawn two Steps (x). 
17. 


(z) If he had puſh'd his King's Biſhop's Pawn inſtead of 
taking your Biſhop, 'you muſt then have attack'd his Queen 
with your Queen's Biſhop, and puſhed your King's Rook's 
Pawn the next Move upon his Biſhop, to force him to take 
your Knight: In this Caſe (as I have already obſerved) your 
beſt way was to rerake his Biſhop with your Pawn, in order 
to ſupport the better your royal Pawn, and replace it in 
caſe ir be taken, 

(% If he did not take your Knight, his Biſhop would 
remain impriſon'd by your Pawns, or he would loſe ar leaſt 
three Moves to get him free; which chr ee uſeleſs Moves 
are ſufficient to ſpoil his Game. 

(i) He playeth this Rook with two Deſigns, either to 
double it, or to remove your Queen. 
(4) You puth this Pawn two Steps to give your Queen 
more room, which being attack d can retire behind this 
Pawn, and then remain battering upon her Adverſary's 
King's Rook's Pawn. ' Your Pawn advancing afterwards 
will become i IE to * f 8 King. 


K 


. Ta. 

B. The Queen's Rook at its King's Biſhop's 
Square. Vn! df f 

. The King caſtles with his Queen's Rook. 
B. The Queen's Biſhop's Pawn two Steps. 
W. The King's Pawn one Step (J). 
B. The Queen's Pawn takes the Pawn. 
W. The Queen's Pawn one Move. 


20. 


Here is a Move as difficult to comprehend, as it is 
to be well explained. In the firſt place you are to obſerve, 
that when you find yourſelf with a Chain of Pawns follow- 
ing one another, upon one and the ſame colour'd Squares; or 
to ſay better, in an oblique Line, the Pawn who has the Van, 
or is at the Head of them, muſt not be abandon'd, but muſt 
ſtriye to keep and preſerve his Poſt. Here then you muſt 
obſer ve, that your King's Pawn being not in the Line with 
his Ca marades, your Ad verſary has pu ſh'd his Queen's Bi- 
thop's Pawn two Steps, for two Reaſons: The fitft to en- 
gage you to puſh that of your Queen forwards; which in 
this caſe would be always ſtopp'd by that of his Queen's; 
and thus leaving behind that of your King, would render 
it conſequently entirely uſeleſs. The ſecond is to hinder 
your King's Biſhop to batter upon his King's Rook's Pawn ; 
therefore ir is beſt to puſh your King's Pawn upon his Rock, 
and facrifice it; becauſe then your Adverſary (by taking 
ir, as he cannot well do otherwiſe) openeth a free Paſſage 

o your Queen's Pawn, which you are to advance imme- 
diately, and ſuſtain in caſe of need with your other Pawas, 
in order to make a Queen with it, or draw ſome other 
conſiderable Advantage by it to win the Game. It is true, 
that his Queen's Pawn (now become his King's) appears 10 
have the ſame Advantage of having no Oppoſition from 
your Pawns to make a Queen; however, rhe Difference 
is great, becauſe his Pawn being entirely ſeparated from 
his Camarades, will always be in danger of being ſnatch'd 
away in his Road by a Multitude of your Pieces all ar War 
againſt it. But to know well how to make uſe of rheſe 
Moves at proper times, one mult be already a good Player. 


Flag ** * —— W 8 IT. 


( 3r ) 


LY ES Op 1 

B. The Biſhop at his Queen's Biſhop's ſecond 
Square. EL 46 

. The Knight at his King's fourth Square (m). 
= 21. | 


oo 


7 Th e King's Rook at the white King's Biſhop's 


third Square. 1 
. The Queen at her King's Knight's ſecond 
Square. | 
2.3. | 


B. The Queen at her King's Biſhop's ſecond 


| Square. (n). 
W. The Knight at the black King's Knight's 
fourth Square, 
A. | 
B. The Queen gives check. 
W. The King at his Queen's Knight's Square. 


| 24. | 
B. The Rook takes the Biſhop (o). 
V. The Rook retakes the Rook. | 


25. 


() It was neceſſary to play that Knight in order to top 
his King's Pawn ; the more becauſe this very Pawn, in its 
preſent Situation, ſtops the Paſſage of his own Biſhop, and 
even of his Knight. | | 

(1) He playeth his Queen in order next to give you 
check: bur if he had play'd his King's Rook's Pawn to hin- 
der the Attack of your: Knight, you muſt have attack'd his 


| Biſhop and his Queen with your Queen's Pawn; and in this 


Caſe he would have been forced to take your Pawn, and 
you ſhould have retaken his Biſhop. with your Knight, 
which he could not have taken with his Queen, becauſe 
ee have been loſt by a diſcover' d Check with your 
hop. | - 

(o) He takes your King's Biſhop ; firſt, to ſave his King's 
Rook's Pawn, and that your Biſhop proves more incommo- 
dious to him than any other of your Pieces; and fecondly, 
to put his Queen upon the Rook that covers your King, 
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. The Queen's Biſhop's Pawn one Move. 


W. The Pawn retakes the Knight. ; 


you force him to change, which he cannot ayoid, if 


1 


| „ | 
B. The Queen at her King's Biſhop's fourth 


Square. 
IW. The Queen at her King's fourth Square 050. 
26. 
The Queen takes the Queen. 
2 The Knight takes the Queen. 
27. 
B. The Rook at the white King's Biſhop's fourth 


Square. 
W. The Knight at the black King's Knight's 
fourth Square. 
28. 
V. The Queen's Rook at ber King 4 Knight's 
third Square. 


B. The Knight at Thy Queen's Biſhop's forhh 
Square. 


W. The Knight at the black King' s third Square, 
30. 
B. The Knight takes the Knight. 


31. 
B. Tbe Rook at its King's Biſhop's third Square. 


V. The Kiog' s Rook at its Queen” $ . 


20 
B. The Rook takes the Pawn. 


(6) Having ths Adyuning e of. a Rook . a bio 
at the End of a Party, it is your Advantage to change 
Queens: and the more ſo, becauſe his Queen being at pre- 
ſent troubleſome to you in the Poſt where he juſt 1 10 5 


will fave his being Check- mate. 


. 


8 


V. The King's Rook at the black Queen's ſe- 
cond Square, and muſt win the Game, as is 
eaſily perceived (2). | 5 


FFF 


FIRST BACK-GA ME, 
Of the third Party, 


| Beginning at the third Move, | 


Black. NH E Queen's Pawn two Steps. 
White. 1 The King's Biſhop's Pawn two Steps. 


2 
B. The Queen's Pawn takes the Pawn (a). | 
W. The King's Biſhop's Pawn retakes the Pawn. 


| $3 
B. The King's Knight at the white King's 

Knight's fourth Square. ES 
 W. The Queen's Pawn one Step. 


B. The King's Biſhop's Pawn two Steps. 
W. The King's Biſhop at his Queen's Biſhop's 
fourth Square, 33 


(2) Any thing he could have play'd could not hinder you 
from doubling your Rooks, unleſs he had ſacrificed his 
Biſhop, or let you make a Queen with your Pawn; there- 
fore loſes the Game every way, 


(a) If he had taken your King's Biſhop's Pawn inſtead of 


this, you muſt haye puſh'd your King's Pawn upon his 

Bi afterwards retake his Pawn with your Queen's 
op. TY 3 5 

| F 


W. The Queen's Knight's Pawn two Moves. 


way. This rejoins your Pawns again, and makes them in- 


V 1 1 


B. The Queen's Biſhop's Pawn two Steps. 


M. The Queen's Biſhop's Pan one Step. | 
B, The Queen's Knight at his Biſhop's 3d. Square, 


W. The King's Knight at his King's 2d. Square. 


1 "i, 
B. The King's Rook's Pawn two Steps (5). 
V. The King's Rook's Pawn one Move. 
53 5 . VVT 
B. The King's Knight at his Rook's third Square. 
VV 

IT: 


B. The Queen's Knight at his Rook's fourth 


r 
I. The Biſhop gives check. 
| | 12. 


B. The Biſhop covers the Check. 


V. The Biſhop takes the black Biſhop. 


| 5 
B. The Queen takes the Biſliop, 1 © 
V. The Queen's Pawn one Move. 
B The Queen's Biſhop's Pawn one Move (c). 


| 13. 


. (6) He puſhes this Pawn two Steps to avoid having a 
double Pawn upon his King's Rook's Line, which by puſh- 


ing your King's Rook's Pawn upon his Knight, he could not 

poſſibly avoid; and your taking it afterwards with your 

Queen's Biſhop, would have given him a very bad Game. 
(e) He playeth this Pawn to cut the Communication of 


your Pawns; but you avoid it by puſhing immediately your 


Queen's Knight's Pawn upon his Knight, which baving no 
Retreat, obliges your Adverſary to take the Pawn by the 


vincible. 


„ 
15. 
B. T he Queen? 8 Biſhop $ Pawn takes i it -aſting by. 
2 The Rook's Pawn retakes the Pawn. 
| 16. 
B. The Queen s Knight's Pawn one More. 
V. The Queen's Bihop at his . s third 
7 9 Square. a 
17. 


B. The Biſhop at his King's ſecond 3 
n he King's Knight at his King's Biſhop' 8 
5 fourth © Square (d). 

| 18, 
B. The King's Knight at his own Square. 
V. The King's Knight at the black King's 
Knight's third Square. 

| i | 
B. The King's Rook at its ſecond Square. 
. The King's Pawn one Move. 

20. | 
B. The Queen at her Knight's ſecond Square, 
VV. The Queen's Pawn one Move. 
3 
B. The King” s Biſhop at his third Square. 
V. The King's Rook takes the Pawn. 
22, 


B. The King caſtles. 
V. The King's Rook takes the black Queen's 
Knight. 
23. 

„ Fhe Pawn takes the Rook. 

i” os W. 
(4) This. Knight ſeems to be of very little conſequence z 
nevertheleſs tis he that gives the mortal Blow to his Party, 
becaule this very Knight holds at preſent all your Adver- 


ſary's Pieces in ſome meaſure quite lock d vp, till you have 
time to prepare the Check- mate. 


( -36 "L 


W. The Queen s Rook takes the Pawn, 
„ 
B. The Queen's Rook's Pawn one More. 
WW. The Rook gives check. 
9 
KT he King retires. _ 
W. The Rook at the black Queen? 8 Biſhop 8 ſe- 
cond Square, 
26. 


B. The Queen at her Knight's fourth Square. 

I. The Queen's Knight at his Rook's 3d. Square. 
7... 

B. The Queen at her King's Biſhop's fourth 


Square. 
EY The Queen? 'S Knight at her Biſhop 8 fourth 
| * 
28. 


B. The Queen takes the Knight, knowing, n not 
to do better. 
. The Biſhop gives check. 
3 
B. The King retires where he can. 
W. The Knight gives check-mate, 


SECOND 


((*$7 2) 


SECOND BACK- GAME. 


Beginning from the fifth Move. 


"5 5 
Black. 7 H E King caſtles. 
White. 1 The King's 8 s Pawn one Move. 


| B. The an Pawn one Move. 
W. The Queen at her King's Biſhop” 8 3d. . 


7 
B. The Queen's Pawn takes the Pawn. 
W. The Queen's Pawn retakes the Pawn. 
B. The Queen's Rook's Pawn two Moves. 
V. TOE King's Knight's Pawn two Moves. 


go 
* be Queen at her third 8 
. The King's Knight's Pawn one Move. 
| JJ 
B. The King' s Knight at his King's Square: 
W. The King's Biſhop at his Queen's Biſhop's 
fourth Square.” -© 
11. 

B. The Queen's Biſhop's Pawn one Move. 
V. The Queen at the black King's nien 

fourth Square. 

12. 


| 


< 33 41) 
12. 


B. The Queen's Knight's Pawn two Steps. 
V. T he * s Knight's Pawn one Move. 


B. The King's Rook's - one Move. 
W. The Biſhop takes the King's 13 55 s Pawn, 
and gives check. 
14. 
B. The King at his Rook's Square. | 
W. The Queen's Biſhop takes the black 2 9 
Rcok's Pawn, 


18. 
B. The King's Knight at his Biſhop's third 


Square. 
W. The Queen being at her King” s Rook's fich 


Square, wins the Game on removing the 


1 


— 
THIRD BACK GAME. 


* 
D dee 


Beginning from the tenth Move. 


* ma! 
1 Black. H E King caſtles on his Queen's Side. 
White. The King caſtles on his own Side, 
. 
B. The King's | Rook's Pawn one Move. 395 
V. The Queen? 8 1 at An Queen's ſecond 
Square. | 


12. 


B. The King” s Knight's Pawn two Steps. 
V. The Queen's Biſhop at his King's 3d. Square. 
. 2 


0 * > 


3 1 | 
B. The Queen's Rook at its King's Knight'sSquare 
W. The Queen's Knight's Pawn two Steps. 

„„ oo 
B. The King's Rook's Pawn one Move. | 
. The Queen's Rook's Pawn two Moves (a). 
| | 15. „ 3 
B. The Biſhop takes the Knight. 

V. The Queen takes the Biſhop. 

16. „ 

B. The King's Knight's Pawn one Move. 

M. The Queen at her King's ſecond Square. 

B. The Queen's Biſhop's Pawn one Step. 

N.. The Queen's Rook's Pawn one Step. 

B. The Biſhop at his Queen's Biſhop's ſecond 
| Square. I 

. The Queen's Biſhop's Pawn one Move. 
Sig ee | 
B. The King's Rook's Pawn one Move. 

W. The King's Rook at its Queen's Knight's- 

Square. bY 

| 5 1 | 
B. The King's Rook at its fourth Square. 

W. The Queen's Biſhop's Pawn one Move. 
. | VV 
(a) When the King finds himfelf behind two or three 

Pawns, and that your Adverſary falls upon them in order 

to break them or make an Irruption upon your King, you 
muſt take care to puſh none of thoſe Pawns till you are for- 

ced to do it. As for example: it would ha ve been very ill 

play d to have puſhed your King's Rook's Pawn upon his 

Biſhop, becauſe he would then have got the Attack upon 

you by taking your Knight with his Bithop, and would have 

got an Opening upon your King by puſhing his King's 
mght's Pawn, This would haye loſt you the Game. 


6 40 
| 21. 
B. The Queen's Pawn one Move. 
W. The Log s Pawn one Move. 
Ja = 
B. The King's Knight at his King's Square. 
W. The Queen? s Knight's Pawn one Move. 
23. : 
B. The Pawn takes the Pawn. 
W. The King's. Rook OPER the Pawn. 


B. The Queen? 8 Rook's e one Move. 
W. The King's Rook at its e 8 Knight S 
fourth Square. 


25. 
B. The King? 8 Biſhop' s Pawn one Move. 


W. The King's Top takes the LO $ Rook's 


Pawn. 
26. 


B. The Pawn takes the Biſhop. 


. The Queen takes the Pawn, and 9 85 e 


49 27. 
B. The King retires. 


I. The Queen gives check. 
28, 


. ha Knight covers the Check. 

V. The Queen > Rook's Pawn one Move. 
© 0 

B. The King at his Queen's ſecond Square. 


N. The Queen takes the Queen's Pawn, and 


Pts gives check. 
30. 


B The King retires, 


I. The Queen's Rook's Pawn one Move, and 


by different very viſible ways wins the 
Same, Wade Soing farther. 


- 
— 


FOURTH 


4h a "RENAL De. 2 


G a 


r SS | 
FOURTH PARTY, 
7 nnd WI I . | 
| TWO BACK-GAMES, 
One beginning from the fifth, and the other | 
- => - rom the i NOve.” | 
Black. H E King's Pawn two Steps, 
White. The ſame, _ ny 
e ls . 2. 5 
B. The Queen's Biſhop's Pawn one Step (a). 
W. The Queen's Pawn two ſteps, . 
B. The Pawn takes the Pawn. 
W. The Queen retakes the Pawn. 
(a) Playing this Pawn the ſecond Move (unleſs one is ſure | 


of playing with a bungling Gameſter) is demonſtratively ill 
played, becauſe the Move is certainly loſt by the Adverſa- 
ry's puſhing the Queen's Pawn twoSteps ; conſequently the 
attack goeth on the other ſide; and very probably the Ga- 
me; for, when once the Move is loſt, it is very difficult to 
regain it with good Players. Tis true, if you were to ne- * 
glect puſhing your Queen's Pawn, (as I ſaid before) bs ; 
would lock up all yonr Game with his Pawns: | 


B. The Queen's Pawn one Move (60). 
M. The King's Biſhop's Pawn two Steps. 


—_— : B. Tae King's Biſhop's Pawn two Steps (c). 
4 . The King's Pawn oge- nere 


B. The Queen's Pawn one move (e). 
W. The Queen at her King's Biſhop's ſecond 
\, Square. | 5 . 


() If inſtead of playing this Pawn, he had played his 
King's Knight at his King's ſecond ſquare, you muſt have 
in this caſe puſhed your King's Pawn forwards, and ſuſtain- 
ed ir afterwards with your King's Biſhop's Paw. 
le) If he had played his Queen's Biſhop at his King's third 
Square inſtead of playing this Pawn, you muſt then have 
played your King's Biſhop at his Queen's third Square, and 
the Situation of the Game would have been in this caſe 
exactly as it is at the ſixth Move of the ſecand Party, (d 
55 15.) But if he had attacked your Queen with his Queen's 
| | ſhop's Pawn, he would have loſt the Game, becauſe the 
— j Pawn that formed the Van-guard on his Queen's fide is left 
—_— behind, (vide Refl. (/) the eighteenth; Move of the third 
1 „ Farty)). A Back game will better clear this Situation, and 
| | the Progreſs of it. + $0 & 5 F 6 „„ »; SN 
(4) It muſt be a general Rule to avoid e 
1 | King's Pawn for your Adverſary's King's Biſhop's Pawn, 
_ .. except you are forced to it, as it may ſometimes happen by 
= ' Accidents one mts with in the Defence, but rarely in the 
Attack. You are to obſerve likewiſe the ſame Rule with re- 
gard to your Queen's Pawn againſt his Queen's Biſhop's 
awn, becauſe (as I have already mentioned) the King and 
ueen's Pawn are better than any other two Pawns. They 
gccupying the center, hinder beſt your Adverſary's Pieces 
(e) I inſtead of puſhing this Pawn, he had taken your 
King's Pawn, you muſt in that Caſe have taken his Queen, 
and afterwards his Pawn ; thus hindring him from caſtling, 
you preſerve the Artack-upon him, and by conſequence the 
Advantage. Bur, had he played his Queen at her Biſhop's 
"> Af{ecand Square, it would have produced a different Game, 
the Progreſs of which will be thewa by the ſecond Back- 
game from the ſixth Move. | 


your 


. | 

B. The Queen's Biſhop at his King's 3d. Square. 

V. The King's Knight at his Biſhop's third 
Square. 8 5 „ 


B. The Queen's Knight at his Queen's 2d. Square. 
W. The King's Knight at his Queen's 4th Square. 


. 


9. 
B. The King's Biſhop at his Queen's Biſhop's 
fourth Square. RET: 5 

I. The Queen's Biſhop's Pawn one Move. 
| | 5 10. . 
B. The Queen at her Knight's third Square. | 
W. The Queen's Biſhop at his King's third Square. 
B. The King's Biſhop takes the Knight. 
W. The Pawn retakes the Biſhop (F). 

1 ̃ N 
B. The King's Knight at his King's 2d. Square. 
I. The King's Biſhop at his Queen's 3d. Square. 


IS, 13. | 
B. The King caſtles with his Rook. 
W. The King's Rook's Pawn one Move. 

l | e 5 
B. The Queen at her Biſhop's 2d. Square (g). 

V. The King's Knight's Pawn two Steps. 
, 5 VVV 

(F) When two Bodies of Pawns find themſelves ſe- 
parated from the Centre, you muſtalways ſtrive to ſtrength- 
en and encreaſe the ſtrongeſt ſide; but if you have two 
Pawns in the Centre, your Aim muſt be, to unite as many 
to it as poſſible; having already obſerved that the Centre- 


Pawns are by much the beſt and the ſtrongeſt, This Advice 
| ſerves for a general Rule. | | 
(e) His Queen being now of no uſe in that place, he re- 
moves her to make room for his Pawns, with a deſign to 
_ Puſh them upon you. 


GC 
15. 
B. The King's Knight's Pawn one . 


V. The ſame (0. g 
16. 


B. The Queen- s Knight's Pawn one 8 
W. The Queen's Knight at his Ke e third 
; * 
17. 
B. The Queen? s Biſhop's Pawn one move. 
W. The King caſtles on his 1 2 Side ( D. 
119 


B. The Pawn takes the Pawn. 


: * The enk, retakes the Pawn. 

I | 

B. The been s Knight at his Queen- $ Biſhop's 
| fourth Square. 

B. The King's Rook's Pawn one Move (#). | 


20: 
A The Knight takes the King's Biſhop, 


V. The Rook takes the 2 "if 
21. 


(3) The es of this Pawn obſtructs his Game the 
more ; your King's Rook's Pawn who is to follow it will 
be always in a condition to make an opening upon his King 
A ſoon as your Pieces are all ready to ark your Attack; 

tis what he can no longer avoid, 

(-) You caſtle with your Queen's Rook, to have a more 
free Attack on yaur right Wing; but if inſtead of caſtling 

ou had taken the Pawn offer'd to you, you would have 

play'd very ill, becauſe his Queen's Pawn would have united 
that of his Queen's Biſhop's in a front-Jine, and would have 
proved very incommodious to all your Pieces ; ; beſides, it is 
rarely good to take Pawns when offered, becauſe they are 
ſeldom offered without a View of ſome conſiderable Ad- 
vantage. 

Y Had you taken his Knight with your Queen's Bi- 
ſhop, you had fallen into that very Error which you ſtrove 


do ayoid by not taking the Pawn offer d to you before. 


(0p) 


21. 
B. The Queen's Biſhop at his King 8 Bithop's 
- ſecond Square (1). 
W. The King's Rook's Pawn one move. 
„ 
B. The Queen's Knight's Pawn one move (m). 
W. The Queen's Rook at its King's Rook's third 


Square. ; 
23. 
B. The Queen's Knight's Pawn one move. 
. The King's Pawn one move. 
1 


B. The Biſhop at his King's Square (u). 
V. The King s Rook s Pawn takes the aun. | 
25.4 
B. The Biſhop retakes the Pa wn. | 
W. The Rook takes the black King' $Rook'sPawn. 
26. 
B. The Biſhop takes the Rook. 
. The King's Rook Foal che Biſhop. 


B. The King 3 115 Ws: 5 
W. The Queen g gives check at her W 8 Rooks 
fourth Square. 
TH - 
B. TheKing athis Knight s place, havingno ties 
5 The Queen gives Check-mate (9. 


FIRST 
(1 1 He 8 this Biſhop, to replace his King' 5 Knight's 


Pawn in caſe it be taken. 

() He playeth this Pawn to attack the Knight that covers 
your King, knowing not to do better, for, had he taken 
your Pawn, he would have loſt the Came equally. | 

(n) If he takes the Pawn in lieu of retiring his Biſhop, 
he loſes the Game alſo, 

6 }) You are to obſerve, that if you can C acme to make 

n Opening upon your Adverſary's King with two or three 
Faw „the Game is abſolutely won. 


FIRST BACK GAME, 
5 Of the Fourth Party. 


1 the fifth Move. 


5. 0 
Black. T. H E Quiees* $ Biſhop” s Pawn one 
Move. 17 


White. The King' 8 Biſhop gives check.” 
6. 


1 B. The Biſhop covers the Check. 
VV. The Biſhop takes the Biſhop, 


7· 
„The Queen takes the Biſhop. 
* The Queen at her third Square. 
8. 


B. The Queen's Knight at his Biſhop's third, 
Square. 


W. The Queen 8 Biſhop's Pawn two Steps. 


B. The Queen's Knight at the white Queen's 

_._ ___ Knight's fourth Square. 

W. The Queen at her King's ſecond Square. 
10. 

B. The King $ Biſhop at his King's 2d. Square. | 

W. The Queen's Knight at his Biſhop' 8 third 


— 


B. The King's Biſhop at his third Square. 
. The Queen's Knight at the black Queen's 
fourth Square. | 
„„ 12. | ER 
B, The. Queen's Knight takes the Knight (a). 

. The King's Pawn retakes the Knight (5). 


| es 7 ag | 
B. The Knight at his King's ſecond Square. 
W. The King's Knight at his Biſhop's 3d. Square, 
Es 7 14. . . 
B. The King caſtles with his own Rook. 
W. The Queen at her third Square. 

| | | 
B. The King's Rook at its King's Square, 
W. The King at his Biſhop's ſecond Square (c). 
B. The Knight at his King's Biſhop's fourth 
S +1 5. : | 

W. The King's Rook's Pawn two Steps. 

5 12, 
B. The Knight at the white Queen's 4th. Square. 

„ W. The 


(a) By this Change he avoids his Queen's Pawn being at- 
tacked by your Rooks; nevertheleſs, your King's Pawn will 
win the game in ſpite of all he can do. 1 

(4) Had you 5 with your Queen's Biſhop's Pawn in- 
ſtead of your King's Pawn, he would have had it in his 
power to ſeparate your Pawns by puſhing his King's Biſhop's 
Pawn upon your King's Pawn. - 

(c) ? 115 often better to play the King than to caſtle ; it 
enables you beſt to attack with your Pawns on that ſide. 
You are to obſerve in this preſent Caſe, that if you had 
caſtled on your Queen's Side, your Adverſary's Biſhop would 
have been very incommodious to you, having his line quite 
open. Take notice when you play your King, to put him 
always upon a Line where your Adverſary has a Pawn upon 
it, becaule you are better covered from the Rooks Ambuſhes, 
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G 
W. The Queen 8 Biſhop ar his King's 2d. Square: 
18. 


B. The Knight takes the Knis ht. 
. The King retakes the . 


19. 
B. The Biſhop takes the Queen s Knight's Pawn. 


V. The Queen's Rook attacks the Biſhop. 
* 5 20. N . 
B. The Biſhop retites at his third Square. 
V. The King's Knight's Pawn two Steps. 
„ 
B. The King's Knight“ 8 Pawn one Step. 


V. The ſame. 


- 
B. The Biſhop at his King's Knight's ſecond 
Square. 
FW. The eee 5 Rook's Pawn one move. 
23. 


B. The Kin Rook at its King's ſecond W 


W. The King' s Rook at its fourth Square. 


24. 
B. The Queen's Rook at its King's Square. 


. The Buhop at his Queen's ſecond Square. 


| | 25. 

B. The King' $ Rook at The white King's fourth 
Square. | 

. The Rooks Pawn takes the Pawn. 


26. 
B. The Rook's Pawn retakes the Pawn. | 
M. The Queen's Rook at her King's Rook's 
Square. 2 | 
27. 
N. The Queen's Knight's Pawn two Steps. 
W. The Biſhop at his ( Queen' s Biſhop 3d. Square. 
28. 


| (49 ) 
59. 


„. The Rook gives check. 570 dT 5.5 
. The King at his . $ ſecond Square. x 


B. The Rook = fg LY 
W. The Rook gives Check-mare at the black 


King's Rook's N= 


AN NNNNSEENANE une 


SECOND BACK - -GAME, 


Of the Fourth Party. 
n at the Sixth Move. 5 


6. 
Black. T H E. Queen at her Biſhop 8 ſecond 
Square. 
White. The King s Biſhop at his Queen? 8 Biſhop g 
. fourth Square. 5 ä 


7. 
B. The Queen's Pawn i the Pawn! 
V. The Pawn retakes the Pawn. 
7 $5 77 | 
B. The Queen's Biſhop's Pawn one move. 
M. The Queen at the black Queen's 4th. Square, 


2» 9. 
B. The Queen's Kaight at his Biſhop's $ third 
Square, 
V. The — s Knight at his Biſhop? s 3d, Square. 
H 10, 


o 


E501 
8 5 Mo., 
B. T he Queen? s Knight at the white Queen's 
-(\ Knight's fourth Square. 
2 The — at her own 25 
A. l 
B. The Queen? $s Rook's Pawn one Made: 
F. The Queen's Rook's Pawn two Moves. 
. 
B. The King 8 Knight at his . 8 2d. Square. 
V. The King caſtles. . 
13. 
B. T he King's Knight's Pawn one Step. 
He The Queen's Biſhop at the black King's 
Knight's fourth Square. 
x Sh 
B. The King's Biſhop at his Knight's ſecond 
Square. 
. The Queen's Biſhop at the black Kiog's Bi- 
ſhop's third Square. 
15. 
B. Tbe King's Knight at his Be: 
TW. The Queen” s Biſhop takes the 5 800 
16. | 
B. The Queen retakes the Biſhop. 
V. The King's Knight at the black O's 
Knight's fourth Square. 


47. 
Z. The King's Knight at his Rook's third 3 
M. The Queen's Knight at his wh r third 


Square. 
18. 
B. The Queen's Knight at his e Biſhop's third 


Square. 
-W. The ous at the ee ah. Square. 
19. 


{ & 


* 
B. The Queen? $ Knight At his King's 2d. Square. 
W. The een at the black Queen's 44. Square. 
| 20. 
B. The Queen? s Biſhop at his Queen 8 24 Square. 5 
. The King's Pawn one Move. 85 
„„ | 
B. The Queen's Biſhop at his third 8 Square. 
W. The e 5 Rook _ its Queen's Sqpate.. 


B. <The King's Knight it the white King's g 

. Knight s fourth Square. 

IJ. The Queen gives check at the black Queen' 8 
ſecond Square. 


— 


| 23. 
B. bs Biſhop takes the Queen. 
W. The Pawn takes the Biſhop, and gives ION 
24. | 
B. The King at his Queen's Square. - 
* The Knight gives Check- mate at the black 
King s third Square. 


Tho' this Back-Game may be layed ſeveral different 
ways,the black will always loſe the Game, if you. take care 
to ſuifer no nen, to your King 8 pron 
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| Black, T he ſame. 
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FIRST GAMBIT, 


I r ir 


O 
7 


SIX BACK - GAMES, 
White. \'H E King's Payn two Mares, 
2. 


Ip. The King's s Biſhop's Pawn two Sip 


$ The King 8 Pawn takes it. 


3. 
. The Kipg's Fonds at his Biſhop 8 1 Square. | 
B. The King's Knight s Pawn two Moves, | 

4. 


W. The King's Biſhop at fr Queen's Hop 


fourth Square (a). | 
B. The 


000 If you had puſhed your King's Rook's Pawn two 
Steps. before you played this Biſhop, your Adverſary would 
have abandon'd the Gambit's Pawn, and by ſo doing would 
have gained the Artack upon you with a better Situation of 
Game. This will be demonſtrated by my brit Back-game, 
beg inning at che fourth Move. 


E 
B. The King's Biſhop at his Knight's ſecond 
Square (5). „ 


WW. The King's Rook's Pawn two Steps (c). 
B. The King's Rook's Pawn one Step (4). 


I. The Queen's Pawn two Steps, g 
B. The Queen's Fawn one Step (e). 


W. The Queen's Biſhop's Pawn one Step. 
B. The ſame (J). AAR 


V. The Queen at her Knight's third Square. 
B. The Queen at her King's ſecond Square. 


V. The King caſtles. B. The 


) If inſtead of playing this Biſhop he had puſhed his 
| Kings Knight's Pawn upon yours ; a ſecond Back-game 
mY ſhew you how to have continued your Attack in ſuch 
1 Caie. | | = 
(c) You play this Pawn at preſent, in order to make him 
advance his King's Rook's Pawn, by which Move, his 
King's Knight becomes a Priſoner. i 
(4) If he had puſhed his King's Knight's Pawn upon your 
Knight, inſtead of moving this Pawn, it would have pro- 
duced a different Game, which will be ſhewn by a third. 
Back- game on this Gambit. N 
(e) If inſtead of playing this Pawn he had played his 
Queen's Biſhop's Pawn, you muſt in this Caſe have puſhed 
your King's Pawn, in order to take his Queen's Pawn by the 
way 1n caſe he had puſhed ir two Steps upan your King's 
Bithop. This muſt be the Subject of a fourth Back-game. 
Yn N. B. You are to obſerve, that in the Attack of Gam- 
bits in general, the King's Bithop is the beſt Piece, and the 
King's Pawn the beſt Pawn, 5 f 
(V/ If inſtead of moving this Pawn he had played his 
Queen's Biſhop, either ar his King's third Square, or ar your 
King's Knight's fourth Square, he had loſt the Game in a 
few Moves. This will be ſhewn by Back-games, in which 
I will make his Knight play both ways, 


? 3 1 W . PRE. 


6 


B. The Queen? s Knight's Pawn two Steps (2) 
"Ii. 

. The King's Biſhop at his Queen” s 2d. Square. 

B. The Queen's Rook's Pawn one Seen. | 

11. : | 

W. The Queen”: s Rook's Pawn two Steps. 

3. The Queen's Biſhop at Nas e 8 es 


ſecond Square. 


12. 
W. The Queen's Knight at ba; Rook's third i 
n 
B. The Queen's Knight at his Queen's ſecond 
Se. | x 
17. The Queen? 8 Biſhop. at his Queen” 8 ; ſecond 
Square. : 
B. The Queen at her King $ Biſhop” s 3d. Square, N 
14. 


. The Queen's Rook's Pawn 8 the Pawn, 
L. The Queen's Rook's Pawn retakes it. 


15. 
. The Queen- 8 Knight takes the Pawn. 
B. The Pawn retakes the Knight. 

18. 
W. The Gel takes the Pawn. 
. The Rook at its Koight's Square. 

17 
I. The King's Rook's Corn takes the Pawn, 
B. 0 Fawn retakes. 

18. 


600 If he 155 not pues this Pavel upon your 'Biſtop, 1 
will ew by a ſixth and laſt Back- game that you would have 
won the Game cafily. But now, he breaking your Attack 
on the King's Side by this Move, you muſt remove it to the 
Queen's Side as 8 and you will iy win the 
Game likewiſe, _ 


180 
at ok i 
V. T he 6 takes the King's Knight's 8 
B. The Queen takes the Queen. * 
. The Knight retakes the Goats 
B. The King $ Kpighs at his Rook's 3d. Square 
20. | 
I. The Queen's Biſhop takes the Pawn. 

B. The King's Biſhop at his Square. 
Cds CEE 
N. The Queen? s Knight's Pawn two Moves ; ; 

and it is plain enough muſt win the Game, 

not only by the Strength of the Pawns, but 

by the extream bad ſituation of the Black, 
having not one good or ſaving Move. 


* ; - J 
* 
* 


FFC 


FIRST BACK- GAME, 


Of the Firſt Gambit 


Beginning at the Fourth Move. 


1 4. 
White: HE King's Rook's Pawn two' Steps. 
Black. I The King 8 e Pan one Step. 


W. The d $ Knight it the black King's fourth 
Square. 


. : 6. 


68365 1 


B. The King 5 Rook's Pawn two Moves. | 


6. 


| 2 The . s Biſhop at his Queen's Biſhop's 


fourth Square. 


B. T he King's Rook at its ſecond Square: | 


| FLY 
Ip. The Queen s Pawn two Moves. 


B. The Queen's Pawn one Move. 
8, 


VV. The King's Knight at his Queen's 2d. Cours, 
. The Queen at her King's ſecond Square, 


9. 
W. The Queen's Knight at bis Biſhop's third 


Square. 


B. The King's Knight at his Biſhop? s third Square. 


10. 


V. The Queen at her King's ſecond Square. 
B. The King's Pawn one Step, . the 


white Queen. 
11. 


I. The King's Knight's Pawn takes the Piven. 
B. The King's Knight's Pawn retakes the n. 
5 1 2. 
V. The Queen takes the Pawn. 
B. The Queen's Biſhop at the white * 
Knight s fourth . 


13. 
W. The Queen at her King' s third . 


B. The King's Biſhop at his Rook's third ſquare. 
14. 
M. The King's Knight at his Flog! $ Biſhop' g 


fourth ſquare. 


B. The 9 s Biſhop's Pawn one Move. 


( 57 ” 
. The Queen's Biſhop at his Queen's n 1 
Square (a). 1 

B. The King's Bigg takes the Knight. 

I. The Queen takes the Biſhop. 1 ns 

B. The Queen' s Pawn one Move | 114 
| 17. 

. The King's Biſhop at his -Quren! s third 
Square. 1 
B. The King's Knight rakes the King's Pawn. wo 

UF 8 

I. The Biſhop, « or the Knight takes the K. ght. = 


B. Tae King's Biſhop's Pawn two Steps (5). 


(a) If vou had puſhed your King's Pawn inſtead of * | | {} 
ing this Biſhop, the Pawn would have been loſt the fame, . - n_ 
by his attacking of it with his Queen's Knight. 


(6) The fame Pawn rakes after wards his Knight, 2nd muſt bo 
infallibly win the Game. Thoſe who have made a little Ad- | I 

vantage by the Leſſons given in the firſt four Parties, ha ve = 

no occaſion for any Inſtruftion to finith this, and to win it.  - 

This laſt Pawn, now become Royal, ſuſtained as it 1s, and _— 

at the Head of his Camarades, is worth one of the deſt m_ 

Pieces. So it is needleſs to go further with this firſt Back- | . a= 


game. 0 | + f i 
nx xx NCI xe N x x NHK c cx x 
SECOND BACK-GAME, 


From the fourth Move. 


bite. F HE King's Biſhop at his Queen's | 
Biſhop's fourth Square. \ 
Black. The King's at" 8 Pawn one TROVE: 


= 1 
: i 
= 

| i% 
- " 1 
4 5 ÞY 
*; , 4. 1 
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1 
: 
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0 380 „ 


5 5. 
N. The King's Knight at the black Ku 
| fourth Square. 
B. The Queen gives check. | | 
| . he” 
I. The King at his Biſhop's Square. 
B. The King' s Knight at his Rook's 3d. Square, 


7. 
W. The Queen's Pawn two ſteps. 
B. The Qucen $ Pawn one 252 
8. 


WW. The King's Knight at his Queen's third 
_,. Square. 


B. The King's Pawn _ Mite. 


. The King 8 Koight's s Pawn one. Step. 

B. The Queen gives check. 

. The King at his Biſhop”: $ hand Square 

B. The Queen gives check. _ 

| . - (oe. 

VV. The King at his third Square. {Hs 

B. The King's Knight at his Place (a). 

12. 

V. The Kiog's Knight at his King's Biſhop's. 
fourth Square. 

B. The King's Biſhop at his Rook's 3d. Square. 

b ta. 

IF. The King s Biſhop at his Home artacking 

| the black an Ns 

B. The Queen takes the Rook, not Lnowing to 

40 better. „ a 14. 


| boy He olyath this Knight to make room for bis King's f 
Biſhop, in order to attack your King with it, * his beſt 
Move in tlie preſent Situation. 


(5 : 


5 * - _ . a 
V. The | King's Biſhop gives check, e takes _, == 


the Queen afterwards (6). 2 | 4 ? 


(4) I haye.no need to go further i in this Game, ſince it is 
evident that the White muſt win. 1 | 


THIRD BACK-GAME, ' | 
Beginning from the fifth Move. 1 


Mbit. F HE King's Rook's Pawn two Steps. 
Black. The King's Knight's Pawn one Step. 
6. 


IV. The King's Knight at the black King's 18 
_ Knight's Fane Square. - : us 
Te King's Knight at his Rook's third = 


PEE.” 


2 The Queen- 8 Pen! two Steps. 1 
B. The King's Biſhop's Pawn one Step. 1 
W. The Queen's Biſhop rakes the Pawn. 8 73 
B. The Queen s Pawn one Move. | | 
. The Queen? 8 Biſhop's Pawn one Move. 1 
5. The Pawn takes the Knight (4): | '\ 
12 10. 


(a) If he had taken your Knight before he had made 


room for his C Queen, by puſhing her Pawn, ** * | 
have then taken his with your Biſhop, N 


— * 4 
2 owe 1 » 
8 voy DS + 5 — 
1 2 , . 
3 * I > * * 
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( 6 * 
10. 
W. The N takes the Pawn. 
B. The King's Knight at home. | 
11. | 
. The Queen at her Knight's third Square. 
B. The Queen at her King's ſecond Square. FG. 
+ 
N. The Queen' 8 Knight at his Queen” s fecond 
Square. 
B. The Queen at her King's Biſhop Naga. 
13. 15 
V. The King gaſtles with 1955 Rook. 


— 


B. Loſes the Game (3). eee 


LL. 


(2) If he playeth his 8 to avoid the diſcovering 


Four Rook upon her, he loſes his Knight, beſides a bad 


Game: and if he playeth his Knight he loſes his N 8 
It is viſible he loſes the Game every way. N 


dersssssssgsssssesesssss GGG 


FOURTH BACK - GAME, 


Of the Firſt Gambit 
3 at the Sixth Move. 
White.” 1H E. Queen? 5 Pawn two Moves. 28 
Black. 9 Queen's Biſhop" 8 Pawn one 
n More (a). 
M. The King's Pawn one e Move. B. The 


(a) He playeth this en with a Deſi ign to attack 


afterwards your King's Biſhop with his Queen's Pawn, 


which you do prevent by puſbing * King's Pawn, 


h 


. 'F he Queen. s 8 Knight 8 Pawn two Steps 
| 8. 


7. The Biſbop at © kidQneen' 8 Knight' 8 2d: Square. | 
A. EE Queen' 8 Rook 8 Pawn two | Steps. 


2 
J. The Queen's Rook Pawn two Steps. 
B. The Queen's Knight's Pawn one Step. _ 


10. 
V. The Queen's Knight at his Quees' 8 ſecond 
Square 5. 
B. The Queen s Biſhop at his Rook's 2d; Square. 
"i IB ul 3th 1 


W. The Queen's Knight at his King! 8 ac ſquare. 
B. The Queen at her Knight's third ſquare, or 
_ any. where elſe, loſes the Game. . 
1 
W. The Knight gives check at the black Queen' 8. % 
third Square. 


| 3. 


(4) This Knight, which appeared inſi Pane in bis Situa- 
tion is now the very Piece that will win the Game, without 
poſhbility to the Adverfary of hindring i it; Therefore one 

ought to take care to diſpoſe the Pawns in ſuch a manner as 
to hinder the n entring into one's Game. 


FIFTH BACK-GAME. 


From the ſeventh Move. 


Pei Tg Queen's Biſhop" s Pawn one Move. 
The Queen's Biſhop at the white Kings 
3 s fourth Square. | 


Hes. 


8: 
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9. 
W. The Kiva! s Rook's Pawn takes the 1 
B. The Rook's Paw retakes the Pawn, | 


White, HF King caſtles. | 
Black, The Queen's Knight at his Queen $ 


« WY 
185 q * my AY 5s 2 


| 75 The 8 at her Knights third Square. 


B. The Queen's Biſhop at his SINE: HR 5 
fourth Square (a). 12 8 8 


10. 


W. The King's Rook takes the Biſhop. 


B. The Rook takes the Rook. 


11. 


zv. The King' 8 Biſhop i che "ng and 185 


ving check to the King and Rook wins a 
Piece, and by amin erer the Game. — 


40 If he had ſuſtained his King 8 Biſhop's 1 Ss 
his Queen, you had then taken his Queen 8 * Pawn, 


and afrerwards his Rook. 


e a ον⁰?H—,¹eu uu 


The SIXTH and LAST BACK- 


GAME, 
Of the Firſt Gambit, 
| F rom ; che ninth - move. 


O 


ſecond Square. 
10 


us. The e King's s Rook's Pawn takes the Pawn. 


B. The 


| (058g) 


B. The Pawn retakes _ 

us eBÞs - 
IT. The King $ "Knjabe takes the: Pawn, 
B. The Queen takes the Knight. 


EL | 
I. The King's Biſhop takes the Pawn, 9 
"7 7 gs} check. Mn 
B. The King at his Biſhop's Square: 

142 


W. The Queen? s Biſhop takes the . 
3. The Queen at the white 11 0 Rook's fourth 


— : 
W. The Queen? 8 Biſhop rakes. the baun, and 


ives check, 


B. The King 8 * the Check. 


IV. The King's Biſhop at Js black King 8 Knight 5 
third Square, and gives check 7 Diſcovery. 
B. Any things deen che Re, 


SECOND 


, e . rr ay we - - 
* 7 * - 


WW 82953 


P 
5 * * 9 


Dee e ee 


SE ad 0 GAMBIT 


FouR BACK - GAMES, 


Two enn the fourth, one - Gti the ninth, 
and one from or eleventh move. 


NT H E King's Pawn two ſteps. 
Black, The fame. _— 

3 

. The King! 8 : Biſhop? s Pawn two Steps. 
B. The Pawn takes the Pawn. 


3· 
. The King's Biſhop at his Queen's _—_—_ 
| fourth Square. 


B. The Queen Sides check, 


. The King at his Biſhop? 8 Square. 
B. The King 8 OY Pawn two Steps (a). 


| 5. 


(a) The - Black 8 beſides this, two other different 
ways of playing, I ſhall therefore make two Back-games 
upon this fourth Move. The firſt will be upon his playing 
his King's Biſhop. at his Queen's Biſhop's fourth Square; 
and the other, on his puſhing his Queen's Pawn one Move. 


0 ; 8⁶⁸ ; ) 


Fr 
I. The: King's s Knight at his Biſhop's third 


Square. 
B. The Queen at Fr King's Rook's fourth 
Square * | 
VV. The Queen's Pawn 2 Steps. 
B. The Queen's Pawn one Rep © | 


. 
W. The Queen' 8 Biſhop? 8 Pawn one bo (c). 
B. The Queen's Biſhop at the White * 
Knight 8 fourth ſquare. 
8. 
I. The King at his Biſkiop' s ſecond Square. 
B. The King's Knight at his 1 88 1 Biſhop's 
third Square (4). Pn] 


2 
2 The Queen at hel King's ſecond Square. 
| B. The 


(3) He may 1 his 1 in three different Places, bur 
all very bad, except this: Becauſe, if he retires her at the 
Rook's third Square, you are only to attack his King's Bi- 
ſhop's Pawn with your Knight, by playing it at your Ad- 
verſary's King's fourth wie are, and. you will gain a Rook 
by ir : But if he playeth bis Queen 4 your King's Knight's 
fourth Square, you are to give him check, by taking his 
- King's Biſhop's Pawn with your Biſhop ; and in caſe he 
takes your Biſhop, you'lt check his King and Queen with 
your Knight, an conſequently win the Game. 


(e) It is of conſequence in the Gambits to play this Pan | 


in order to make room for your Queen, which will greatly 
perplex his Game, by putting her at herKnight's third quare, 
particularly if he ſhou'd happen to come out with his Queen's 
Biſhop without attacking one of your Pieces. Vide the fifth 
and ſixth Back-games of the firſt Gambit. 

(a) If he had taken your King's Knight, inſtead of play- 
ing this, the Party would have alte ed. A third Back- 
game wall how we SIT; and how to HPO. 


- 1 
dd f 5 1 
a * - " - 
*; oa arr ores . * b bs ; q 5 "1 
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FT, 
” 


and king! 8 Bi 


no more able to 


(66) 


. The Queen's Knight at bis eee $ ſecond 


Square. 
: ; O. 25 


W. The King 8 Rook's Pawn two Seb. 
B. The Biſhop takes the Knight, 


11. 


V. The Queen takes the Ries: 


B. The PE takes the Queen 09.5 
g 18 


IF. The King takes the Queen (7). 
B. The King's Knight's Pawn gives c check. 


; 13. 
B. The King takes the black King's Pawn. 
W. The King's Biſhop, ea at the: Rook's 


third Square. 


11 1 


V. The. King at the black Kung 8 Biſhop s fourth 


Square, 


B. The King $ Biſhop takes the white Arfen $ 


ſhop. 


| 15. 
1. The Rook takes the black . 
B. The King s Rook's Pawn two Moves. 


16. 


— 


6 If be had checked your King with his Knight, instead 
of e Queen, he muſt have loſt the Game, which 
will be thewn by a fourth Back-game. | 

have given it as a general Rule, to unite your King's 
182 Fawn together; but as there is no Rule 

without ſome Exception, you will find = here, grounded 

upon two good Reaſons. The * X os retake with 

your King, you ep a Pawn ſure, dverſary being 


member, that the Kin has but little to fear when Queens 
are out of the way. Therefore you muſt get your King into 
Action, in order that he may be as uſeful to you as any of 
your beſt Pieces. Thus will be feen by m Sequel of this Party. 


der it. And ſecondly, Lou wed to re- 


(% 


16. 

, The Knight at his Queen's ſecond Square. | 

45 The King at his ſecond Square. my”: 

70 ; 

W. The king s Rook at its King's Biſhop? + Square 

B. The mg 3 Biſhop's Pawn one DIPS, 
EE ky LY 18. 

I The Queen's Rook at its King's Sqitare. 

B. The Queen's ne, Fawn two * 


2 The Biſhop at kis "Queen 8 Knight's third 
Square. | 
B. The Queen? 8 Rook's Pawn two Steps. 
20. 
Ip. The King $ PIG one Step. 
B. The Pawn takes the Pawn. 
21. | 
WW. The Queen's Pawn retakes the Pawn. 
B. The King's Knight at 1 Queen' s fourth 
Square. 
a 22. 
M. "The Knight at his King 8 fourth gane (2). 
B. The Queen' s Knight at his third Square. 
| E 
I. The Knight at Ao black King's Biſhop! " 
- mired Square. 
J. The Queen' s Rook at its Queen” s Square (). 
as i as "> -S 
(g) If you had taken his Knight with your Biſhop, it 
would have been ill played, becauſe he would have retaken 
it with his Pawn, and this Pawn would ha ve ſtopped the 
Progreſs of 2 Knight. It was therefore neceſſary to ad- 
vance your Knight firſt, in order to have no uſeleſs Pieces 
in your Game. 
(+) If he had taken your Knight, you muſt have retaken 
it with your Pawn, and afrerwards play'd your Queen's 


Rook at your King's ſecond 1 80 and attac d his bing 8 
Biſhop's Pawn, 


1 


= — 
. — — —yꝛ-—-̃ᷣ ac 


* 5 1 
a - 
* 1 
. r PTFE 
- , 4 " 


o ETA — 
— _ . — - * 
— 


— —— — Wer 


B. The King takes the Pawn. A 


(689 
24. 
W. The King” 8 "PAS one. 1 E ä 
B. The Queen's Rook at its e hir 
ee A 54T. 


25. | 
W. The Pawn cw the Faun, and | gives check | 
with the Rook. 


* ; I * 


— 


26. 
W. The King at the black King's Knight 8 
fourth Square. 
B. The King at his Kaighes ſecond Square, to 
avoid a Check by wha Hate . 
2720 
V. The Knight takes the King” 8 Rook's 3 
and gives check. 
B. The King at his Rook's ſecond e b 
Li: 28. 8 7 
Tv. "The King” s Rook gives check. 
B. The A at his Len 8 Square. 


29 
W. The King's Rook at the black Queen's 


| Knight's ſecond Square. 8 
B. The ern $ Rook at its Queen” s Square (&), 
os 
W. The Rook takes the black Queen's Knight, 
and wins the ge in courſe. 
FIRST 


0 If he had taken your Wer inſtead of playing hi* 
Rook, he had loſt the Game in few Moves, for having loſt 
his Queen's Biſhop's Pawn. 

(4) If he playerh his King inſtead of his Rook, you give 
check at his Queen's Knight's Square, and take the King's 
Rook ; which is enough to win che Party. You are to ob- 
ſerve here, that the gain of your Party conſiſts in having had 
your King fit for Action, and to ſerve you all the latter Part 


of the Game better than any other Piece upon the * 


e 


( 69 ) 


RAR ARRAY. 


FIRST BACK GAME, 


White. 
Black. 


B. The King's Biſhop at his Queen's Knight's 


B. The 


| 7: 
Ip. The King's B Biſhop takes the black King's 
B. The King at his Biſhop's Square. If he re- 


| Beginning at the fourth Move. 


HE King 


4. 
at his Biſhop's See 
The King's Biſhop at his Queen's | 


- Biſhop's Iourty Sate 3 
5. 
W. The Queen's Pawn two Steps. 


third Square. 


63 
WW. The King's $ Knight at his Biſhop's 3d. Sade 
Queen at "the white King's Knight's 


fourth Square. 


Biſhop Pawn, and gives check. 


takes, he loſes his Queen. 


8. 


70 The King's Rook's Pawn one Move. 1 
. The Queen at the white * 8 N 8 36. 


Square. 
9- 
IV, The Queen's Knight at his Biſhop's third 
„„ | 
B. The King takes the Biſhop (a). ID. 


(2) If the Black does not take the Biſhop, it will come 


to the * his Queen having no 5 left to ſa ve herſelf. 


& 295; 


. 
W. The Queen's Knight at bis King's ſecond 
: Square. _ 
B. The Queen at her King's Knight: 8 34. ſquare, 
having no other Place; 
IT 


— 


M. The King's Knight gives check to King and 


Queen, and wins the Game in courſe. 


Se e e e e e 
SECOND BAGK GAME, 
: Ping HF at the 718 1 


+- 
2 HE King at his. Biſhop 8 1 
Black. The Queen's Lawn one Move. 7 


V. The King's Knight ; at his Biſhop's third 
i use. 
B. The Queen's Biſhop at the white King's 
Kaight's fourth Square, 
6. 


V. The Queen's Pawn * e 
B. The King's Knight's Pawn two ſteps. 


7 
I. The Queen's Knight at his Biſhop's third 


Square. 
BF: The Queen at her King's Rook s fourth 
Square (a). 8. 


(=) If he takes your King's Knight, uuſtead of retiring his 
Queen, you are to retake him with your Queen, and uſh- 
ing afterwards your King's Knight's Pawn one Step, ich 
tuation of your Game will 1 become very good. 


e Si- 


cn) 
. The King's Rook's Pawn two ſteps. 
B. The King's Rook's Pawn one ſtep (5). 


| 9. 3 
V. The King at his Biſhop's ſecond Square. 
B. The Queen's Biſhop takes the white King's 
Kanno 5 | 1, 
i ĩ³à́Gw 8 5 hs 
. The Pawn retakes the Biſhop. © . i 
B. The Queen at her King's Knight's third 
Square. Ws” 
: | 5 II. ö 
W. The Rook's Pawn takes the Pawn. 
B. The Queen. retakes the Pawn, 
. 
W. The Knight at his King's ſecond Square. 
B. The Queen's Knight at his Queen's ſecond 
Saure, | „ | 


Q 


| 13. 
FW. The Knight takes the Pawn. 
B. The Queen at her Home. 
| ings 
W. The Queen's Biſhop's Pawn one ſtep. 
B. The Queen's Knight at his third ſquare. 


(6) If he had] lay'd his King's Biſhop's Pawn inſtead of <7 
that of his Rook, you muſt have taken his Knight with your IF 
King's Biſhop; and afterwards playing your Queen's Knight 
at your Adverſary's Queen's fourth Square, you would have 
had again a very advantageous Situation. 

(c) If he had retired bis Queen, or play'd any other Piece, 
you muſt have always taken his King's Knight's Pawn with 
- your Rook's Pawn ; being neceſſary to obterve in the Attack 
of the Gambits, that it once you are able to break the Ad- 

veriary's Pawns on the Side of his King, the Ad vantage be- 
comes conſiderable for you, 


. N 
* 

o - 2 
* 2 


« * 
itt" 


n 
- 


- | 
. The King's Biſhop at his Queen's third 
Square. | | 
i The Queen at her ſecond Square. 
To 
2 The Queen's Biſhop at his King' s zd. ſquate. 
B. The King caſtles. 


I. The Queen's Rook 5 Pawn two ſteps. 
B. The King at his Queen's Knight's ſquare. 
18. 
W. The Queen's Rook's Pawn one Move. 
B. The Queen's Knight at his Biſhop's {quare, 
| 8% | 
I. The Queen's Knight's Pawn two ſteps. 
- B, The Queen' s Biſhop's Pawn one Move. 
20. 5 
V. The Queen? s Knight's Pawn one Move. 
B. The Pawn takes the Pawn, 
7 > PO 
I. The Queen's Rook's Pawn one Move, to 
hinder him from ſuſtaining his Queen's 
Biſhop's Pawn. 
B. The Queen's Knight's Pawn one Move. 
. 

i. The Queen at her Knight's third Square. 
B. The King's Knight at his Bithop's 3d. . 
23. 

. The King's Biſhop — the Pen, 
'F8."T he Queen at her Biſhop's ſecond Square. 
24. | 
. The Queen? s Pawn one ſtep. | 
B. The King's Biſhop at his 3 ſecond 
Square. 8 
8. 
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25. : 
W. The King? $ Biſhop at the black Queen's 


Biſhop's third Square, 
B. The King's Knight at his Queen's ſecond 
Square. 
26. 


W. The Knight at his Queen's third Square. 
B. The King s Knight at his King's 4th. ne rs 


27. 
u., The Knight takes the Knight. 
B. The r retakes the e 
N 5 8 
. The King' s Biſhop's Pawn one Move. 
B. The Biſhop at his King 8 cad 8 ſecond 
Square. 
29. 
I. The Queen's Biſhop at his 8 fourth 
3 Square. 8 
B. The Biſhop takes the Biſhop. 
30. 
W. The Pawn takes the Biſhop. 
B. The mn at her King's ſecond Square. 
„ 
I. The King at his Biſhop's third Square. 


B. The Queen's Rook at its Huy Knight's 


Square. 
5 
W. The Queen s Rook at its Biſhop's Square. 
B. The Queen's Rook at its King's Knight's 
third e 5 


295 | 
W. The Biſhop at the black k Qaecot Knight's 


ſecond Square. 
B. The King's Rook at its Knight's Square. 
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234. 
11. The Rock takes the Knight, 


| B. T he our takes the Rook. 


35. 
. The Biſhop takes the Bool. 
B. The King takes the 8 


| W. The Rook gives * 7 | 5 


B. The KG. ar his Queen! 8 Knight' 8 Square. 
37- 
W. The Queen at her Biſhop's fourth Square. 


B. The N at 228 ſecond Square. : 


38. 


«| W. The King! $ Biſhop s Pawn one Steps | to hin- 


"Rook Queen's Check, . 
B. The Rook at its King's Knight $ Square. 2 


39. 
V. The 8 at the black . Biſhop's 
| third Square. 
B. T he ee takes the Queen (d). 
7x 00442 


. The Pawn takes the Queen, 


B, The King at his Queen's —_ 2d. Square. 
41. 
W. The Queen? s Pawn one Move. 


B. The King's Cs og one Move. 


W. The Rook at its King's d Square. 


B. The ſame. 


V. The Rook at its King < Knight 8 Square, 
B. The Rook at its ſecond Square. TK 
44. 
" If his Gate retires 10 der of ING yours, you 
gies him Check-marte or take his Queen by ak only 


your wel s Pawn. 


. 2 ms 8 * 1 "MY, ö * L N 
W 8 5 IT Ar; ; Te , 
A 8 FS 1 e 3 rg: _ Lt 5 
n a + 1 © IE 12 = W - 8 : 


45 


44. 
Nu. Tbe Rook at the black King's Kni ght's ſquare. 
B. The Queen's . Pawn one Move (2). 


W. The Rook at che 15 Queen' $ Rook's 
Square. 

B. The King at his Queen's EYES. third 
Square. EY 

5 . 6 

11. The Rook gives „„ 

B. The King at his Queen's, e ſecond 


Square. 


77. 
W. The Rook gives check. 
B, The King at his Queen's Square. 
48. | " 
. The King's Pawn one Move. | 
B. The Pawn takes the Pawn. 
49- 
W. The Queen? 8 Pawn one Move. 
B. The King at his Queen's Biſhop's Square to 
avoid che a giving Check- Mate. 
50. 
W. The Queen? s Pawn gives check. 
B, The King at his np: 8 Square. 
51. 
IV. The Rook gives check, and afterwards the 
Pawn makes a Queen, and wins the Game. 


1 ind 


(e) If inſtead of playing this "IPO hs had puſhed his 
King's Rook's Pawn in order to make a Queen, you'll ſee 
by Calculation that he is one Move ſhorr. 

It will be obſerved in this ſecond Back- game, which being 


very long and very difficult for the White! to attain his * tha | 
at, 
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THIRD BACK- GAME, 


Beginning at the Eighth Move of the 
| Second Gambit, 


White. 


Black, The King's Knight at his 8 N 
1 2 

W. The Queen at her King's Grd Square. 

B. The Biſhop: takes the Knight, _ 

I. The 


W. The King's s Rook's Pawn two Steps. 
B, The King s Rook's Pawn one Step. 


ſeparat 


"HE King at his Biſhop's ſecond 


55 


Square. 


Square. 


10. 


12. 


Queen takes the Biſhop. 
3B. The Queen takes the Queen (a J. 
ELF -- 

I. The Pawn retakes the 
B. The King's ME at his Knight's 2d. e 


ueen. 


that it would have been impoſſible to ſiicceed without the 
Help of the Kng; becauſe it the white King had caſtled on 
his Queen's Side, the King being ſo diſtant would have pro- 
ved an Obſtacle, inſtead of a i 
when the King doth not caſtle that his Biſhop's ſecond 
Square is commonly the beſt Place. 
(4) If he had not taken your Queen, you muſt have pufh- 
ed impediately your King s Rook's * two Steps to 
his Pawns. 


elp. It is to be obſerved, 


66 


| „„ 5 
W. The King's Rook at his Knight's Square. 
B. The King's Knight at his Rook's 2d. Square. 
14. 
W. The Queen $ Biſhop takes the Gambit's Pawn. 
B. The King's Biſhop takes the Queen's Pawn, 
| giving check. 
1555 
m. The Pawn hes the Biſhop. 
B. The King's Knight's Pawn takes the Biſhop. 
7 . 16 . 
M. The King's Rook at the black King s Knight” O 
ſecond Square. 
B. The Queen's Knight at his Biſhop's third 
Square. 
1755 
. The Queen's Knight at his Biſhop's third 
Square. 
B. The Queen' 5 Knight 6 the Pawn. 
18. 
W. The Biſhop takes the Pawn, and gives check; 
B, The King at his 3 $ Square 
I 
W. The Queen's Rook at its King's Knight's 8 
Square. 
B. The Queen's Wal at his Biſhop's third 
Square. 5 
| 20. 
wW The Biſhop at his Queen's Knight's third 
Square. 
B. The Queen' 8 Rook at its Queen's Square (50. 
. 


(3) If he had play'd any thing 7 you muſt have 
taken his King's Knight with your Rook, and afterwards 


Rook given him check with your Queen 5 Rook to take his 
0 


5 
( | N ) 
* A ** i 4 


21. 

. W. T he King's Rook gives check at the black 
| King's Biſhop's ſecond Square. 
B. The King at his Home. 
EE 

W., The x Quee n's Rook at the black King's 

. t's ſecond Square. 
, The King's 3 45 his * ſquare. 


N. The Knight at the black Queen” s fourth ſquare, | 
and muſt very e win the ord 


FOURTH BACK - GAME, 


Beginning at the Eleventh. Move. 
| 
CET Eu 5 | 
White. H E Queen takes the Biſhop. 
Black. 1 The King's Knight gives check at 
the white Kings 9 fourth 
Square. 
1 
. The King at his Knight's Square. 
B. The King”: 8 Knight Pan takes the Pawn (a). 


13. 
W. The Queen's Biſhop takes the Pawn. 
B. The King's Knight at his Biſhop's 3d. ſquare. 
; 4 EG; | | a 14. 


Ga) Tf inſtead of taking the Pawn he had play'd any 
thing elſe, you muſt have taken his King's Knight s Pawa 
7 with your Rook's Fawn. | 


9) 


3 
N. The Knight at his Gee s Rook's 4a Square, 
| B. The Nee takes the Queen. 

15. 

2 The Pawn cakes the Queen. pI, 

B. The King's Knight at his Rook's fourth 
quake Ro” 

- ul: 


W. The King 8 "Rode takes Pawn. 
B. The King” s Knight takes the Biſhop- 
I 

. The Rook takes the Knight, | 
B. The W Biſhop's Pawn one Move. 
| - Ao 
W. The King : at his Biſhop' 5 handy Square. 
2. hs King caſtles. 

19. 

. The Biſhop at the black King s third Square. 

B. The Biſhop at his King's ſecond Square. 


20. 
V. The Queen's Rook at its King's Rook's 
Square. : 
B. The Naß at his Queen' $ Knight Square. 
. 
W. The Biſhop takes the Knight. 
B. The Rook takes the Biſhop. ; 
22. 


I. The Queen's Rook at the black King's : Wi 
© Rook's third Square. 1 

B. The Queen's Knight's s Pawn one Move. 

2 

W. The King's Rook 5 the black King's Bi- 

ſmhop's fourth Square | = 
B. The Biſhop at his Queen's Square. . "7 

| 24. 7 


ccc 


5 | 1 | 
2 V. The King's Rook at the black King's Rook's 
. SqQUACe. „„ Tull 
B. The King at his Queen's Knights ſecond 

* Square. 5 „„ | 


” ” 


Iv. The King's Biſhop's Pawn one Move. 

B. The Queen's Biſhop's. Pawn one Move. 
1335 

V. The King's Biſhop's Pawn one Move (b). 


(Y) In this preſent Situation your Adverſary being un- 
able to attack any of your Pieces, your buſineſs is to bring 
your Knight to the black King's Knight's third Square in or- 

der to take his Rooks Pawn, which will give you the Game, 
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IND GAMBIT, 


WI rn 


THREE BACK - GAMES. 


One beg ginning from dae 3 one from 


the 1 hird, and the laſt from the © Eleventh 
Move. 


pod |! 
— 


211. 
White.r H E King 8 poi two & b 5 
Black. The ſame. * 5 

bf. Wore Ti. | 31 21 f 
TW. The King 8 Biſhop 8 "AP two er. 5 


B. The Queen's Pawn two ſteps (a). 


3. 
W. The King's Pawn takes the PIR 
B. The Queen takes the Pawn (6). | 


(a) Tf he had played this Pawn one inflead of two 
Me! it would have formed quite another Game, there- 
fore it requires a Back-game to ſhew it. 

(5) Tf he had taken your King's Biſhop's. Pawn inſtead of J 
taking your King's Pawn with his Quten, a ſecond Back- 
game will thew the Conſequonss: | | Fo 


— 


: SY j 
E 
PPP 
— 


„ j . A , 


, 


i. The Biſhop's Pawn: takes the * 


B. The Ing rea * Faun. and, sive 


5. 
W. The | Biſhop covers the check (0). 


B. The King's 8 Biſhop a ar 5 Queen's third ſquare. 


W. The King's Knight at his Biſhop's 3d. Square. 
B. The Queen at her King's ſecond * 


. 9 Q. een 8 Pawh two ſteps.” 
6 e . 
. Queen? s Biſhop at his 8 ol. ſquare. 
8. 


.. The King ca caſtles. 


4 The "Queen's Knithe” at his Queen's ken 


| 9. | 
| W. The 1 Bifhop's Pawn two _ 


B. Ihe, Queen's Biſhop's Faun GE Spep. 


10. 
V. The Queen's Knight at his Biſhop's third 
unte... 1. 


B. The ing's Knight 6 at bis Bare third 


* » , Square, 
11. „ 


in. The King's Biſhop at e Quien's 56 qua 


The 


In this Situation the Game 5 a eary entirely equal on 
100 Sides. However, T is to be © ferved, * you have 
the Advantage, tho” bur a ſmall one; you haye on your 


* 


left Wing four Pawns, and that of your Queen at the head 


of them; *whilſt your Adverſary' $ Pa ns are divided three 
on each Side, and Yeparated from Fad e herefore 
you are better able to hinder his Pieces from placing them- 
kelyes i in the middle of _ Cheſs board, 


N 8 
PS I INT 7 
ea 


3 85 5 
B. The king caſtles with his Rook (9). 
TY NF. rx 
W. The . as 0s Biſhop. at the black Av 
Knight's fourth Square (e). 
B. The King's Rook's Pawa one Move. 
| 4.4% 13 1 Þ 
. The Queen's CS ac at his King's 1 Rook's 


fourth Square. 


B. The Que 


I. The Queen's, Knight at: his King's fourth" 
Square If Sha: i; 7 
B. The King' 8 iſhop at 15 King 8 ſecond bare. 


een at her e 


Js 
 ##.. Lhe: Queen at her King's ſecond Sgesrk. 
B. The CI" at her "hop s 2d. W 8) 


M2. © , 


( It was equal to hum to caſtle on his King! s or Queen? 8 
Side. I have already given a general Rule, for attacking his 
King with your Pawns; nevertheleſs, for better Inſtruc- 
tion, I ſhall make uſe of a third Back game, beginning from 
this eleventh Move. 8 

(e) If he had not caſtled thar way, this would have been 
very ill play'd ; becauſe you had loſt a Move by his puſhing 
only his Rook's Pawn upon your Biſhop, or you had been 

forced then to change it for his Knight. which would no 
ways have done you any good, becauſe his other Knight 
would have retaken the ſame Place, But you play it now | 
on purpoſe to excite him to puſh his Pawns that cover his 
King, that you may eaſier form your Attack upon it. 

(/) If he had' not removed his Queen, in order to 
make room for his Brthop, your Knight would have been 
very troubleſome tn him 

(2) If inſtead of playing his Queen, he had taken your 
Knight, you muſt have then retaken with your Queen, This, 
would have put him upon his Shifts to ſave the Mate with 
which 225 was threatned. , 


* f 
8 4 1 N 14 : a 
3 . 2 „„ a Na . nes 2 3 Jo Wis 
CCS ne mage ¶KͤÄ1·˙¹ᷣ L 


(86) 


% 2.11 164% 7 
E. The Queer 8 Knight raking the Knight. 
5. The Knight takes the Knight. 8 


17. oh 
W. The Biſhop takes the Knight. 
＋ The Biſhop takes the Biſhop, 
FA The Queen at bes King s fourth "IT 
B, The King's Knight's Pawn e one e. 
191 
W. The: Knight at' the bſack King's Ach. bee 
B. "RS Biſhop ST, the Knight 0% 
« +  - 1 T 
| A The Pawn 3 che Biſhop. 
B. The 1 58 5 Rook at its Queen' 5 Square on 
WIRES NEE 
V. The King 8 Rook at the black King 5 
7. Þ.-.Bifhop' f third Square. 
B. The Queen at her ſecond Square (4). 
tots 
| W. The Rook takes the black King's Eoight J 
| Pawn, and gives check. 
B. The Pawn takes 32 Rook. : 


* 2 FI 
1 22 
1 T * 
7.» 


7 The ven rakes the hens and gives 3 
Ca B. The 


(8) 1 If, N of taking, he * retired bis Biſhop, you 
muſt have then taken his King” s Knight's Pawn with your 
Knight, and that would have given you the Game. 
I.) If he had attack'd your Queen with his Biſhop, in- 
ſtead of playing this Rook, you muſt have taken his Biſhop 
with your King's Rook. This would have made an Open- 
ing upon his King, which would have proved very trouble- 
ſome to him. | 
(/) If he had not playa che Queen at that Place, you 
mult have taken his Biſhop with your — and you would 
infallibly have won the Game. | 


: * 
#3 


(5) 
B, The King, at his Hooks Square (1). 


FW. The Queen takes "ih Rook's Pawn; Me 
gives a Perpetual Check. 


"4 
- 
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F 
FIRST BACK- GAMER, 


Beginning at hg roms Move. 


Kal. T 
Black 

3 
. The E s Knight at his Biſhop 8 30. Square. 


B. The Queen's Biſhop at the white King's 
Knight's fourth ſquare.” | 


HE King's Biwoy⸗ 5 EL. two "Ws 
The 2 $ Pawn one Move. 


> 


4: 
I, The King's Biſhop at his Queen's Biſhop” 5 
fourth Square. 

B, The Queen's ot at Kid Biſhop's third 


Square (a). . | 5 


(1) If, inſtead of retiring his King. he had cover'd it with 
his Queen, you muſt have taken his Biſhop giving him check, 


and you would have remain'd with a Biſhop and two Pawns 


againſt his Rook, beſides a good Attack, which was enough. 


to win the Game. Bur as the Party ſtands at preſent, i it is not 


worth while to finiſh it, becauſe the Length of it (without 
Inſtruction) would become tireſome ; beſides, if ir be con- 
ducted with my uſual Regulariry. it would make no Altera- 
tion. Therefore I make an end of ir with a perpetual Check. 


(a) In the Defence, one is often forced to play againſt the 


general Rules, in order to break the Adverſary's projects, but 
he that attacks is ſeldom in this Caſe. Therefore, the black 
playeth at preſent this Knight at his B:ſhop's third Square for 

| ; two 
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(8) 


. The Queen's Biſhop's Pawn one ſtep. | 
enn 


W. The Queen takes the Biſhop: | 0 
B. The King's Knight ac his Biſhop's 3d. Square. 


SE at Oy of ad 


| = | 
The Queen's Pawn one Move. 
B. The Queen's Knight at his Rook's fourth 


Square. 3 | 
VV. The King's Biſhop gives check at the black 
Queen's Knight's fourth Square. 


B. The Queen's Biſhop's Pawn one Move. 

. "= Fa TY 26 9. . : . | | 
| FV. The King's Biſhop at his Queen's Rook's 
"= fourth Square. „ 3 
Ro. = B. The Queen's Knight's Pawn two Steps. 

ST | Y  f + BE 5 f 

i a 

W. The King's Biſhop at his Queen's Biſhop's 
nner, SO BT he 


= two Reaſons; the firſt, ta defend his King's Pawn, and the 
BIR | other to attack your King's Biſhop's Pawn, which proves 
_ very incommodious to him upon that Line. If he had play- 
. = ed any thing elſe, you muſt have taken his King's Pawn 
with your King's Biſhop's Pawn, and then, giving him check 
with your king's Biſhop, your Queen by this means would 
have taken his Queen's Biſhop ; bur if he had taken your 
1 King's Biſhop's Pawn inſtead of playing his Knight, you muſt 
92 have played your Queen's Pawn two Steps, and that would 
| have made you' a complere Gambir, to follow as my for- 
mer Inſtructions direct. | 3 | 
(5) If inſtead of taking your Knight, he had played any 
thing elſe without attacking ſome of your Pieces, you muſt 
| then have played your Queen at her Knight's third Square. 
| a * ſixth Back- game of the firſt Gambit, Move the 
; =_ PT 
| (e) Without a true Knowledge of the Game, one will na- 
9 turally 


„„ 
B. The King's Biſhop at his King's ſecond ſquare. 
V. The Queen's Pawn one Ste. 
B. The King's Pawn takes the Queen's Pawn. 

| F 1 2. 3 „ 
W. The Queen's Biſhop's Pawn retakes the Pawn. 
B. The King caltles. 


W. The Queen's Biſhop at his King's 3d. Square. 
B. The Queen's Knight at the white Queen's 
Biſhop's fourth Square. | 


1 . 
V. The Queen's Knight at his Queen's ſecond 
A 18h. =; 12 
B. The Queen's Knight takes the white Queen's 
„ „ 


15. 


turally conclude that theſe three laſt Moves were entirely 
loſt Moves; and really they do nor only appear ſuch, but 
likewiſe quite contrary to the many Rules already preſcribed: 
Neyertheleſs, when you obſerve, that he, in order to chace 
your King's Biſhop loſt as many Moves, and brought his 
Game in tuch Situation that he cannot caſtle his Queen's 
_ Side, unleſs he has a mind to loſe the Game in a few Moves; 
and taking his King's Side for that Purpoſe, your King's Bi- 
Mop i> extremely well ſituated to attack your Adyerſary's 
ing, you will eaſily confeſs theſe three Moves to have 
been well calculated ; the more fo, becauſe your being now 
maſter of the middle Part of the Cheſs-Board, you may 
place yaur Pawns as you pleaſe, If the Center is well 
Mutec, the Battle is half won. | | 
(4) Playing this Knight, you leave one of your Pawns ex- 
ſed to his Niche, without an apparent Neceſſity for it. 
But you muſt obſerve, that the Knight's or Rook's Pawng 
when ſeparated from the Center, are of bur little Conſe» 
quepee; therefore you find here your Account better in pur» 
uing your Attack without minding thoſe Pawns, 


* . — 


SF TW 


. The King's Knight's Pawn two ſteps (e). 


B. The Queen's Knight at the white Queen's 
% /// © 7h. 

W. The Knight takes the Knight. 

B. The Pawn retakes the Knight. 


. | 6: , 17. | 5 8 
IV. The King's Knight's Pawn one Move. 


B, The Knight at his Queen's ſecond Square. 
B. The Queen gives check. SY 

V. The King at his Queen's Square. | 
B. The Queen at the white Queen's Rook's 3d. 


Square. 


W. The King's Rook's Pawn two Steps. 


-— #0, 


I. The Queen's Rook at its Biſhop's Square. 


B. The Queen takes the Rook's Pawn. 


. The Queen at the black King's Rook's 4th. 


Square (J). 0517's My OE 


(e) This Pawn is play'd to diſlodge afterwards his King's 
Knight, you might have done the ſame, puſhing only your 


King's Pawn : bur in this caſe, your Adverſary would have 


play'd it at his Queen's fourth Square, a Place very conve- 
nient and advantageous to him, which would have proved 
à great Obſtacle to your Attack. In this Circumſtance you 
may ſee the Uſefulneſs of your Front-pawns, becauſe they 
will be able to force that Knight to retire in his Trenches, - 
and remain out of Power to hurt you in the whole Courſe 
the Uſefulneſs of Front-pawns, 45 | 

J) You play the Queen, to oblige him to puſh upon 
her his King's Knight's Pawn ; this will enable you to attack 
. Adverſary with your Rook's Pawn and make an Open- 

ng upon his King, which you will ſee preſently, wig 


of the Game. Vide Reflexion (4) in the firſt Party, upon 


B. The Queen's Rook at its Knight's Square. 
. 

W. The King's Pawn one Move. 

B. The King 8 Raich s Pawn one Move. 
23. 

2 The Queen at her King's 9 Square. 


B. The Queen's Rook at the white Queen's 


Knight” s ſecond Square. 
4 4. 
1. The King? s Rook's Pawn one Move. 
B. The Queen's Biſhop's Pawn, or any other 
Piece, the Game being loſt. 
Ao. 
I. The King's Rook's Pawn takes the Pawn, 
B. The King's Biſhop's Pawn retakes it (g). 
26. 


W. The King's Rook takes the black King's 


Rook s Fawh.: -- 
B. The King takes the Rook (5). 
Oy 27. 
W. The Queen gives check at the black King's 
Rcook's fourth Square. | 
B. The King where he can. 
28, 
. The Queen taking the Pawn gives check, 
and Marte the following Move. 


( A In caſe he had retaken with his Rook's Pawn, you 
muſt have play'd your Queen at your King's Rook's ſecond 
Square: which had won you the Game equally. You may 
make the Trial of it. 


(e] If inſtead of taking your Rook he had play'd his own | 


at his King's Biſhop's ſecond Square, you muſt have retired 
dis urs one Step, and ſuſtain'd it afrerwards with your Queen, 
he Mate would have appeared the ſame, and had only 


been PO one Moye or two more, 
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SECOND BACK - GAME, 


In the Third Gambit, beginning at 
the Third Move, 


| 3. 
Mbite. T H E King's Pawn takes the black 
Queen? s Pawn. 


Black. The King's Pawn takes the Biſhop! 8 Pawn, | 


4. 
W. The King's Knight at his Biſhop' 8 3d. ſquare. 
B. The Queen takes the Pawn. 


Ho 
VV. The Queen's Pawh two Moves. 


B. The Queen gives check at the white King's 
fourth Square. Fr 


: 7 The King at his Biſhop! s ſecond Square. 


B, The King's Biſhop at his N ſecond 
Square © 


| _ 
V. The King's Biſhop at bis INS 8 oh Square. 
B. The Queen at her Biſhop's third Square, 


| 8. 
. The Queen's Biſhop takes the Pawn. 


B. The Queen's pol at her King's third 
—_— | 

% 

(a) If 1 had not cover his Kio and left his Queen 


where ſhe was, he had run the riſque to loſe her or the 
Game ſoon after; becauſe you would have given check with 


your Biſhop, and afterwards your King s Rook would have 
| aetack d his iS [ 


409% ) 


— : g | 
M. The Queen at her King's ſecond Square. 
B. The Queen at her ſecond Square. 
bs ” {1 & 2Ov | * 
W. The Queen's Biſhop's Pawn two ſteps, 
B. The Queen's Biſhop's Pawn one ſtep. 
pot oo nl | 
V. The Queen's Knight at his Biſhop's third 
Square. $ 
B. The King's Kaight at his Biſhop's third 
Square. | 3 
V. The King's Rook's Pawn one Move. 
B. The King caſtles. 5 


W. The King's Knight's Pawn two Moves. 

B. The King's Biſhop at his Queen's 3d. Square. 
W. The King's Knight at the black King's 
fourth Square. e 53 
B. The Biſhop takes the Knight. 


W. The Pawn retakes the Biſhop (5). 
B. The King's Knight at his King's Square. 
V. The Queen's Rook at its Queen's Square. 
B. The Queen at her King's ſecond Square. 

| 17. 3 
W. The King's Knight's Pawn one Move. 
B. The Queen's Knight at his Queen's ſecond 

Square. ; | 
© 18, 


(6) You take with your Pawn to force his Knight back, 
having no Place to advance it; you would not have re- 
moved him if you had attack d him with your Bithop, 
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be 18, 


| I. The Queen at the black Fan Roles 


fourth Square (c). 


B. The en Knight s' Pawn one Move, 


.. 
F.iT * Queen at the black King's Rook's 
third Square. 
B. The Queen gives check, 
20. 
. The King at his Knight 8 third Square. 
B. The Queen's Knight takes the whire King” * 


1 . 
21. 


W. The Knight at his King's. fourth Square. 


B, The Queen at the white bern fourth 


_—_ (4). "L BIOS 
1," v1 
I. The Knight gives check at the black King's $ 
Biſhop's third Square. 
B. The Knight takes the Knight. 


23. 
W. The Pawn e the Knight and forcerh the 
| Mate. 
B. Loft. 


(e) See the Letrer ( f ) in the firſt Back-game of this 


Gambit. 


(4) If he had play'd his Queen any where elſe he had loſt 
his Knight, and that would haye been A fficient to win the 


Game. 


THIRD BACK- GAME, 


Jo the Third Gambit, beben at 
Ws the Eleventh Move. 


11. 

White. PE H E King's Biſhop. at his Queen's 
third Square. 

Black. The King caltlcs on his Queen” $ ſide. 

12. | 
2 The King's Rook at its King's Square. 
B. The Queen retires at her King's Biſhop's 

ſquare (a). 


W. The Queen at her E "KEY Square, 
B. The King at his Queen's Knight's Square. 
14. 


W. The Queen's Biſhop at his King's 3d. ſquare. 


B. The Queen's Bilhop's Pawn one Move 2). 

15. 

FW. The Oabeir 8 Tania one Move. 

B. The Queen's Biſhop at the white King's 
Knight's fourth {quare. 


16, 


(a) He retires his Queen to avoid FR Loſs of a Pf ece, 


which you could force, by puſhing your Queen's Pawn 
upon his Queen's Bilhop. 


(3) Ifhe had attack'd your Queen with his Queen's Knight, 
you muſt have retired your Queen at her Knight's 34. ſquare, 
_ andafterwardspuſh yourRook'sPawna to diſſodge his Knight. 
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(9 ) 
OSS, 


I. The Queen' s Knight's Pawn two lep 
B. The Biſhop takes the Knight. 


17. 
. The. Pawn takes the Biſhop. 
B. The Queen! $ Rook at its Biſhop" 8 ſquare ( 0. 
* « 18, 
V. The Knight at the black Queen? 8 Knight's 
fourth ſquare. 
B. The Queen' s Rook's Pawn one ey 


19. 
2 The Knight takes the Biſhop. 
B. The Queen takes the Knight. 
. 7; 
V. The Queen's Rook at its Knight's ſquare. 
B. The Queen's Knight at his King's fourth 


Square. 
"2; 


. The King's Biſhop at his King s 2d. Square. 
B. The King's Koighr at his Queen's ad 


Square. 
2 


FW. The Queen at the black Queen's Rooks 
fourth Square. 
B. The Queen gives check at her King's high 8 
third ſquare. 


Ag : 
1 The King at his Rook's Square. 
The Queen at her third 8 (a). 24. 


(e) Any thing that he can play, the Game is ſo diſpoſed 
that he can not avoid loſing it, that is to ſay, if the Game 
be well conducted on both vides. | 

(4) Any thing elſe he could have play'd, you muſt have 
taken his Pawn with your Queen's Knight's Pawn; andin 
caſe your Adverſary had taken it, you muſt have retaken 

with your Rook, in order to double them afterwards. 


Comm V 


24. 
W. The Pawn takes the Pawn. 
B, The King's _ takes the Pawn. | 


. The Queen's Rock at the black Queen's 
Klgnight's third ſquare. | 
B. The Queen at her * $ Biſhop” 8 ſquare. 


2 The King's Rook at its Queen“ s Knight's 
. 

B. The Queen's Knight at his Queen. s ſecond 

Square. 


\ 


5 

WW. The Queen's Rook takes the black ne 8 

| Rcok's Pawn. | 

B. The Knight takes the Rook. 
28. 

W. The Queen retakes the Kni ght. 
. B. The Queen's Rook at its Biſhop's 20; Square. 
29. 

W. The Queen's Pawn one Move, and wins 

the Game. 


FOURTH 


FOURTH GAMBIT, 
TL Commonly called 


c v A GAMBIT, 


The Author of which how it a ſure Cane, 
but I find quite the reverſe ; three Pawns 
well conducted, for the Loſs of a Biſhop 
only, will win the Game, playing well on 
both Sides. There will be two Back- 
Games, one from the ſeventh, and the 

other at the eleventh Move. 


White. H E King's Pawn two ' Moves. 
Black. The lame. 

2: ö 
W. The King's Biſhop's Pawn two Moves, a 
B. The King's Pawn takes the Pawn. 


W. The King's Knight at his Biſhop's third 


ee | 
B. The King's Biſhop at his King's ſecond 
Square. 


\ 


'( 99. ) 


V. The King's Biſhop at his Queen's Biſhop's 


fourth Square. 


B. The King's Biſhop gives check. 


M. The King's Knight's Pawn one Move. 

B. The Pawn-takes the Pawn; | 
ie * 

W. The King caſtles. 


. The Pawn takes the Rook's Pawn, and gives 


W. The King at his Rook's Square. 
B. The King's Biſhop at his third ſquare (a). 


I. The King's Pawn one Move. 
B. The Queen's Pawn two Steps (6). 


V. The King's Pawn takes the Biſhop. 


takes the Pawn. 
1 1] rn, 

W. The King's Biſhop at his Queen's Knight's 
third Square. 17 | 

B. The Queen's Biſhop at his King's third 


B. The King's Knight 


bi 6 


(.) If inſtead of playing this Biſhop at his third Square 


he had play'd it at his King's ſecond Square, you had wort 
the Game in a few Moves, which you will ſee by my firſt 
Back-Game, beginning from this ſeventh Move. 

* (6) Without the Sacrifice of this Biſhop he could not win 
the Game; but, loſing ir, for three Pawns, he muſt by a 
good Management of them, become your Conqueror. The 
very Strength of thoſe three Pawns (provided he doth not 
be roo haſty in puſhing them ſorwards, and thar. they. be 
always well ſuſtained by his Pieces) 751 win the Game in 


ſpite of your beſt Defence. 


. ( 160) 
A . In, | 
u. The Queen's Pawn one Move (c). 
B. The King's Rook's Pawn one Fer 0. 
=: 
2 The Queen 5 Biſhop at his King's 8 vigor 5 
fourth Square. 


B. The Queen' s Biſhop's Pawn two Steps 


13. 
W. The Queen's Biſhop rakes the Pawn next 


ts chis King. 
B. The Queen's * at his Biſhop's third. 
Square. 
"7 | 
N. The Queen's W at his dee s en 
Square. 


B. The King's Knight at che white __ $ Knights 
fourth Ry 00. 


15. 

0 If you had pus d this Pawn two He, you had 
given to his Knights a free Entry in your Game, which would 
ha ve loſt you the Party very ſoon. But, to make this more 
ſenſible, 1 make ir the Subject of a ſecond Back- game from 
this eleventh Move. | 

(4) This Move is of great Conſequence to him, becauſe 
it hinders you from attacking his King's Knight with your 
Queen's Biſhop, which would have enabled you to ſeparate 
his Pawns by changing one of your Rooks for one of his 

Knights, and in this cale the Adyantage of the Game would 
have turned on your Side. 

(e) He playeth this Knight to take your Queen's Biſhop, 
which would prove very incommodious to him in caſe he 
thould caſtle on his Queen's Side. It is here proper to ob- 
ſerve again as a general Rule, chat if the Strengrh of your 
Game conſiſts in Pawns, the beſt way is to take the Adver- 
wy s Biſhops as ſoon as poſſible, becauſe they can ſtop the 

aFrancieg of the Pawns, much N than the Rooks. 


(10 


15. 
. T he Queen at her King's hens Square ( f ). 
B. The Sg takes the Biſhop. 
es 
WW. The Queen. takes the Knight. 
B. The Queen, at her Knight's Square 60. 
2 
M. The Queen takes the Queen (4). 
B. The Rook takes the Queen. 
Cons e 
I. The Queen' s Rook at its King's Square. 
B. The _—_ at his Queen's ſecond Square. 
I9. 
I. The King's Knight gives check. 
B. The Knight takes the Knight. 
„ 
535 The Queen's Rook takes the Knight. 
B. The King at his Queen's third Square. 
21 
W. The King's Rook at its King's Square. 
B. The (Queen, . Knight s Pawn two Steps. 
„ 
W. The Quert- s Biſhop's Pawn one Step. 
B. The Queen's Rook at its wing s Square. 
O 2 23. 


Not knowing how to ſave your Biſhop without do- 


ing worſe, you play your Queen to take his Place again 


when taken; for, if you had play'd it at your King's Bi- 
ſhop's fourth Square to hinder the Check of his Knight, he 
would have pnſh'd his King's Knight's Pawn upon your 
ſaid Biſhop, and would have made you loſe the Game im- 
mediately. 

(2) It he had played. his Queen any where elſe, ſhe 
would have been cramp'd ; therefore he offers to change, 
that in caſe you refuſe he may place her at her third Square, 
where ſhe not only would have been iis; bur extremely 
well poſted. 

(>) Tf you did not take his Queen, your Game would 
be till in a worle Condition. 


( 12.) 
23. 


7. The Queen? $ Rockt Pawn two 8 
B. The Queen's W 3 one ſep. 


I. The Koight at his King 5 Biſhop" 8 ad” Square. 
B. The King's 83 "hay two Steps. 


1. The King at his Kiichrs ſecond W 
B. The King 8 N Ha one Move (i). 


V. The Queen" $ Rook at its. King”s $ 2d. Square, 
B, The King's Rook's * one * 


W. The Queen's Roel Pan rakes the Pawn. 
B. The Pawn retakes the Pawn.” : ; 


B. T be King's Rech 5 at its Queen's Rook's | 

| "Square: 

B. The Queen's Rook at her Home (4). 
4 

. The King's Rook returns to its King's We 

B. The Biſhop at his Queen 's ſecond. Square. 

30. 
IT. The Queen's Pan one Moe | 
| B. The Queen' 8 Biſhop' s Pawn one move. #. 


31. 
W. The Biſhop at kis Queen! $ Biſhop's ſecond 


Square. 2 
B. The 


© If he had puſhed ahi 8 two Steps, you had 
gain'd his Queen's Pawn, taking it with your Biſhop. This 
would have mended your Game very much. | 

(4) One muſt always ſtrive ro hinder the Adverfary 
from doubling. his Rooks, particvlarly when there is an 
Opening in the Game, therefore he pogo immedinte- 
* to change one for the other. | 
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1 
B. Tre ee e one mot (U. 


JW. The King's Rook oi His Home. 
B. The King's Rock at its fourtlr diene. 


33. 
*. The Queer? $ Knight's Pawn one Move. 


B. The Queen's Rook. ar its n Reok's 
. 


34. 
w_ The Queen's Knivhi's Pam one move. 
. The King's Knight s s Pawn one move. 


33 
M. The Knight at his Tuer 2d. Sgbate. 


B. The King's Rook at its King's Kinybr's 4th. 


___ Square, 
36. 3 
W. The King's Rook at its King's be e 
Square. 


B. The King's Knight's Pin one move. 


37. 
W. The Rook takes tue Pawn and gives cherk. 
B. The King at his Queen's Biſhop's ſecond 
"SquatE. - ita 


m, The King Rock N e King'sKnight 5 
third Square. 
B. 


| (1 He playeth this Pawn to puſh afterwards that of his 

King's Knight's upon your Knight, with an intention to force 
it from his "Poſt; bur if he had puſhed his Knight's Pawn be- 
fore he play'd this: you muſt have poſted your Knight at 
your King's Rook's fourth Square, and by this means you 
would have ſtopp'd the Progreſs of all his Pawns, 

(] If inſtead of playing this he had given check with his 
Rook's Pawn, he would have play'd ill, and entirely againſt 
| as Inſtruction given in the firſt Party. Vide Reil. æ firſt 

arty. 
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I 
B. The King's Rook's Paun gives check. „ 


39. 
NV. The King at his EKnight' 8 Square. 14 
B. The King's "NT, 8 1 one move. 


I. The Rook takes cha Rook. Fe 
B. The Rook's Pawn gives check. 


IW. The King. takes the Knight's 8 . 
B. The — s Pawn makes a Queen, and gives 
chec 5 F 


| 42. | 

W. The King at his Biſhop? s 2d. Square. 

B. The Rook gives check at its King's Biſhop 3 
Square. 


43+ 
W. The King at his third Square. 


B. The Queen gives check at the white King 
Rook's third ſquare. 


44. 
W. The Knight covers the check, having no 
other way. 
B. The Queen takes the Knight, and afterwards 
_ Rook, and gives mate in two moves 
after. 


( 5 ) 
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FI RST BACK-GAME, 
Beginning at the Seventh Move of this 
Fourth Gambit. 


* 


Mbite. HE King 7 his Rook's ſquare. 
Black, | The Bithop at his King's ecpad 
5 _ Square. 
8. 
V. The King 8 Biſhop takes the Pann, a and gives 
- check. 
B. The King takes the Biſhop. 


9. 
V. The King's Knight at the black King's fourth 
ſquare, giving double Check. 3 
B. The King at his third Square, any where elſe 
he loſes his Queen. 
„„ | 
W. The Queen gives check at her King's Knights 
fourth Square, 
B. The King takes the Knight, 
SITE 7 
IV. The Queen gives check at che black king 8. 
Biſhop's fourth Square. | 
B. The King at his Queen's third ſquare. 
e 
W. The Queen gives Check- mate at the black 
9 $ fourth Square, 


A 


_ a... BW 
e 2c dan trees Saget" Pings; 1 
* 


EQUEL to n 
FIRST: BACK GAME, 


In caſe your Aa refuſes taking your 
. Biſhop with his King, at the Eighth 
Move of this firſt Back-Game. | 6 


White H E King's Biſhop rakes the Pawn, 
| | and gives check. 
Black. The King at his Biſhop's Square. 


9. 
I. The King s Knight at the black King': $ fourth 
—_— _> Square; 
_ B. The King's Knight af his King? s Biſhop's 3d, 
Es - | Scgnate. „ 
5 WW. The King's Biſhop at his Queer, Knight 
: third Square. 
B. The Queen at her King's Square. 
| Is 9? 
. The King's Knight at the black. King's Bi- 
. ſhop's ſecond Square. | 
B. The Rod at her Knight's Square. 
fo IO 
FW. The King's Pawan one move. 
B. The Queen” $ Pawn two moves. 


(0 


. The Pawn takes the Knight. 
5. The Pawn retakes the Pawn, 
3 4 
1 The Biſhop takes the Pawn. 
B. The Queen's Biſhop at the white King's 
Knight's fourth Square. 
7 5 15. 
V.. The Queen at her King's Square. 
B. The Queen's Biſhop at her King's Rook's 
fourth Square. 
16, 


W. The Queen's Pawn two Steps (a). 
B. The BOP takes the . 

10 
M. The Queen's Biſhop gives check. 
B. The Rook covers the Check. 

18. 


1. The Knight at his Queen's Biſhop? 8 30 Square, 


B. The Biſhop takes the Biſhop. 


9s 
. The Knight retakes the Biſhop. 
B. The Queen at her King's Biſhop's 2d. Square. 
20% 
W. The Knight takes the Biſhop. 
B. The en takes the Knight. 
21. 
I. The Queen takes the Queen. 
B. The King takes the Queen. 
„„ 
W. The Biſhop takes the Rook, and wich the Su pe- 
riority of a Rook, beſides a good Situation, 


will eaſily win the Game. 
S E c O N D 
0 This Piece is ſacrificed, 299 to ſhorten the Game. 
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SECOND BACK-GAME, 


Beginning at the eleventh Move of this 
Cunningham's Gambit. 


1 11. 
White. HE: Queen” s Pawn two Moves. 
Black. The King! s Knight at the white 
King 8 fourth Square. 
1 


I. The Queen's Biſhop at his King's Biſhop's | 


fourth Square. | 
B. The King's Biſhop's Pawn two Moves. 


13. 
V. The Queen's Knight at his Quiten' 8 ban 
* Square (a). 
B. The Queen at her King 8 ſecond Square. 
. 


. The Queen? 5 Biſhop? s Pawn two Moves. 


B. The Queen O Rs s Pawn one Move (6). 
3 

(a) You play this Knight to tempt your Adverfary to take 
it; but if he did, he would play very ill; - becauſe you are 
to obſerve, that a Knight thus ſituated, that is to ſay, ſuſtain'd 
by two Pawns, whillt you have no Pawn left to puſh up to 
remove it, that Knight is at leaſt worth a Rook, and becomes 
ſo incommodious, that you will be forced to take it; and in 
this caſe your Adverſary reunites his two Pawns, one of 
which will probably either make a Queen, or coſt you a 
Piece to hinder ir. 

(6) If he had taken your Pawn, his Game would have 
very much diminiſh'd in Strength, becauſe his Knight had 
been ſuſtain'd bur by one Pawn inſtead of two; beſides, he 
would have been forced to retire his King's Knight 8 
attack'd, in order to preſerve the Pawn char ſuſtain'd 1 * 


(100%) 


TW I5. 
W. The Pawn takes the Pawn. | 
B. The Pawn retakes the Pawn. ' 5 
WE: * - 
. The Queen's Rook at its Biſhop's Square. 
B. The Queen's Knight at his Biſhop's third 
Square. | 
Z 0997 MET 
I. The Queer? 8 Knight takes the 7 9 * 
B. Tp BBY s Biſhop's Pawn retakes the Knight. 
e 
V. The Knight takes the black Pawn next to his 
King. 
B. The King caſtles wich his Rook. 
os 
W. The Queen at her — Sous 
B. The King' s Rook;s Pawn one Step. 
10s: 
IF. The Queen's Rook at the black Queen's 
Biſhop's fourth Square. 
B. The Queen's Rook at its Queen's Square. 
| 21. 
I. The King's Biſhop at his Queen's Rook's 
fourth Square. 
B. The King's Knight's Pawn two Steps. 
Th 
| 2 The Queen's Biſhop at his King's third Square. 
B. The Rook takes the Rook. 


23. 
W. The Knight takes the Rook: 
B. The Queen at her third Square. 
Wee tr PT 
W. The Queen at her King's Rook's 2d. Square. 
: The * at his Knight's ſecond Square. 
P 2 25. 


5 


_—_ 


"2 Y * x? 
— 


1 


(C 1%) 


a 
V. The Queen takes the: 


B. The Rook retakes the Ga: 

26. 
I. The Queen's Rook's Pawn one Move. | 
B. The King at his Knight's third Square. 


27. 


11. The Queen's Knight's Pawn two Steps, 


B. \ Tug "Eng! 8 Rook s Pawn one Move. 
| 29,8. 5 
. The Gen 8 Knight's Pawn one Move, 


B. The Knight at his _ s ſecond. Square, 


W. The Rook at the black Queen 8. Biſhop's ſe · 


cond Square. 


B. The Roses at its 9 ſecond 0 


2 The Rook takes the Rook, if n not it will be 
| the fame. | 
B. The Biſhop retakes the Rook. 
31. 
72 The King at his Knight $ ſecond Square 


B. The King's Rook's Pawn one 3 
32+ 
TW. The ten- s Biſhop at pls King' 8 Biſhop) 5 ſe 


cond Square. 


B. The King at his Rooky fourth Square, 


33- 
W. The King's Biſhop gives check. 
B. The Biſhop covers the Check. 


| 34. 
72 The Biſhop takes the Biſhop. 


B. The ch. altes the Biſhop. 


38 


« 2x2 )) 


W. The Knight gives Check at his King's third 
B. The King at the whits King 8 * 5 fourth 
Square. 16 


© #5 ThaKing at kia Sibak'nchind Some) 


B. The King: at the white King's Biſhop's third 


ae 


| 


N. The Knight at | hix King's Knight fourth 


Square. 
B. The Knight” at his King's Biſhop's fourth 
S_ 
38. 


Fw. The Bihor at his Kin 8 Xs he's 8 E uar 
B. The Ws Pawn on Hale a wy — 


39. 
W. The Queen's Rook's Pawn one Move. 
B. The King's raus one Move. 
i., 4] 


V. The Biſhop. at his King's Biſhop's ſecand 


Square. 
B. The Knight ALLA the Queea' s Pawn, and wins 
afterwards the Party. 


* 


4 rr RO LS Tr n 
1 92 — ® . 


( mz ) 
OSSISSSESISSDIESS 


NEW OBSE RVATION 


UPON THE. 


Gambit call'd umi sam 2 


I have cs gn that the Attack of that 
Gambit is far from being good, fince the 
Defence muſt win every way when tole- 
rably well perform'd; three Pawns well 
e cannot be leſs than equivalent to 
a Piece: But the ſure way to win is, when 
tlie firſt Check is given with the Biſhop, 
to remove your King to his own Biſhop's 
Place, and not puſhing the Ds: as Cun- 
ningham ſheweth. 


x. 

White, HE King's Pawn two Moves. 
Black. The ſame. | 

. 2. 

I. The King's Biſhop' s Pawn two Moves. 
B. The Pawn takes the Pawn. 


3. : | 
2 The King's Knight at his Biſhop's 5d. * 


63213) 


B. The King 8 2 8 at his King” sſecond Square. 
4. 
V. T he King 8 Biſhop at his Queen? 8 Biſhop” $ 


fourth Square. 


B. The Biſhop gives check. 


W. The King at his Biſhop's Square (a). 
The Q Pawn one Step. 3 
6. 
W. The Queen's Pawn two Steps. 


B. The Queen at her King's OW s 3d. . 


8 
W. The Kis s Pawn one Step. 
B. The Queen's Pawn takes the Pawn, 
8, 
W. The Queen s Pawn retakes the Pawn. 
B. The Queen at her King's ſecond Square. 


9.5 | 
W. The Queen's Biſhop takes the Gambit's Pawn. 
B. The Queen's Biſhop at the white — 
Knight's fourth Square. 
10. | 
W. The Queen's Knight at his Biſhop” third 


Square. 


B. The Queen's Biſhop's Pawn one Step. 


11 
I. The Queen? s Knight at. his King's fourth 
Square, and mult win the Game. 


(a) Retiring your King at his Biſhop's ee d it 
impoſlible for your Adverſary to preſerve the Gambit's 
Pawn, which will be always in your Power to take, and 
preſerve OOTY the Attack upon him. 


THE 


: "If Wave 5 Ds 
= a 
GAMBIT of ALEPPO, 
Wherein there will be fix Back-games. | 


White. FP H E Queen's Pawn two Steps. 
Black. I The Queen's Pawn two Steps likewiſe. 
W. The Queen's Biſhop's Pawn two Steps. 

B. The Pawn takes the Pawn. 8 


M. The King's Pawn two Moves (a), 
B. The King's Pawn two Moves (6 
(a) If inſtead. of two, you had puſh'd this Pawn but one 
Step, your Adverſary would in this Caſe have ſhut up your 
5 Biſhop fot at leaſt half the Game; my firſt Back: game 
will be the Evidence of it. In the mean while I take this 
Opportunity toacquaint you, that a certain Author (other- 
wiſe a very good Player, who delights chiefly. in this Queen's 
Gambit) teaches to puſh this Pawn only one Step; however, 
this will convince him and others that it is abſolutely better 
to puſh it to Steps; nevertheleſs, I will agree, that puſhing 
it only one Step, you may ſometimes deceive a bad Player, 
but thls doth not juſtify the Move. 5 
() If inſtead of play ing this Pawn, he had ſuſtain'd the 
Gambit's Pawn, he had lol the Game. This will be ſeen by 
adecond Back-game. But if he had neither puſh'd this Pawn, 


1. 


e ws * Wo FP 


3 \S 3% ' 


; | | | 7. - : ; 7 | 
W. The Queen's Knight at his Rook's fourth ; 


are inſtructed in the firſt Party) you had taken the Gambit's 
- Pawn, you had loſt the Game again. This muſt be ſhewn by 


(. ts ) 


W. The Queen's Pawn one Move (c). 
B. The King's Biſhop's Pawn two Moves (d). 


\ 5; rap na Bb 
W. The Queen's Knight at his Biſhop's: third 
ij IqQUare, "5. :.. 


B, The King's . his Biſhop's third Square. 


W. The King's Biſhop's Pawn one Move, 
B, The King's Biſhop at his Queen's Biſhop's 
fourth Square. oem, ee 


+543} - SORE {22. --- - 
B. The Biſhop takes the Knight, near the white 
King's Rook (f). an os | 
e 


N. The Rook takes the Biſhop, 
£ ET | : 25 k 85 B. 


nor taken the Gambit's Pawn, in this caſe you muſt have 
puſh'd your King's Bithop's Pawn two Steps, and your Game 
would have been in the belt of Situations, for having then three 
Pawns in Front. | 

(e If inſtead of puſhing your Pawn forwards you had 
taken his King's Pawn, you had loſt the Advantage of the 
Attack. This will be the Subject of a third Back-game, 

(4) If he had play'd any thing elſe, you muſt have puſh'd 
your King's Biſhop's Pawn two Steps; by this means you 
would have procured your Pieces an entire Liberty to a&. 

(e) If inſtead of playing your Knight in order to take his 
King's Bilhop, or make him remove it from that Line (as you 


a fourth. Back-game. | 
(J If inſtead of taking your Knight, he had play'd his 


Biſhop at your Queen's fourth Square, you muſt have at- 
rack'd it with your King's Knight, and taken it the ſubſequent 


Move. | 
* 


B. The King caſtles 2 5 


Ir. The Knight at his Or 8 Biſhop! s third aSquar 


5. The Pawn takes the Pawn. 
10. 


IF. The King's Biſhop takes the Gambit? s Pawn (). 


B. The Pawn takes the white King's aa Pawn. 


9 3 
V. The OE retakes the Pawn ( i). 
B. The Queen's Biſhop at his King” 8 Biſhop's 
<1 fourth Square. 
| „„ 
W. The S Biſhop at his King? J thir Square, 
B. The Queen's: Knight at his Hg 5 4econd 

Square. | 

13. 

Fa The Queen at her ſecond Square. 1 
be Queen' s Knight at his third Square, 8 
14. 

W. The Queen's Biſhop takes the Knight. 
B. The Rook's Pawn retakes the 18298 
155 


(e) Infead of caſtling, ik he mt puſh'd. his Seen 8 Knight: 8 
Pawn two Steps in order to ſuſtain his Gambit's Pawn, you 
will be convinced by a fifth Back-game that he had loſt the 
Party; and if inſtead of either of theſe two Moves, he had 


_ choſen to take your King's Pawn, your repos fo would have 


hindred him from taking yours again with his Knight, becauſe 
he would have Joſt the Game by your giving him check with 
your 45 een. This is eaſily ſeen withour a Back- game. 
09 his particular Move demands a ſixth Back- game; be- 
cauſe if you had retaken his King's Biſhop's Pawn with your 
King's Biſhop's Pawn, you had loſt the Game again, 

(i) Inretaking this Pawn, you give an Opening to your 
. Rook upon his King, and this Pawn ſerves likewiſe for a better 

Guard to your King, it ſtops alſo the Courſe of your Adver- 


yy” s Knight; and tho' you have at preſent a Pawn leſs, you 


have the belt of the Game by the Situation. 


*® 


„ © 


| ” ( Ph ) . 


ö 15 
.. The King caſtles on his Yes Side. 
B. The King at his Rook” s Square; 

16. 


17. The King's Rook at the black King's Knight's 


..- . - fourth Square. 
B. The King's $ Raight's Pawn one Move. 5's 
17. 
V. The Queen at her King's third Square. 
B. The Qucen at her third Square. 
„ 
ur. The Knight at his King' s fourth Square. 
B. The Biſhop takes the Knight. 


33 185 | 
N. The Pawn retakes the Biſhop, and reunites his 


Comrades. 
B. The King's Rook at its King's 5 
20. 
"4 The King at his Queen's Knight's Square. 
The Queen at her. Biſhop's fourth Square. 
FR 
W. The Queen takes the Queen. 
py > The Pawn retakes the Queen, 
22. 
I. The Queen's Rook at its King's Square, 
B. The King ar his Knight s ſecond Square. 
23. 
. The King at his Queen's Biſhop's ſecond Square. 
. Le an Rook's Pawn one Move. 
24. 
We. The King's Rook at its Knight s third Square. 
3. The Knight at his King's Rook's fourth "Fm 


8 2 


* 
— >. 
wee oo ot ET ER I. 
oy 


0 118 


25. | 
WW. The attack'd_ Rook javes itſelf at che Queen” - 


Knight's third Square. 


B. The Queen' $ Koight's Pawn one Move. | 


26. 
W. The Queen” s Pawn one Step, to . an 
Opening for your Rook and Biſhop. 
B. The Pawn takes the Pawn. 
v7, 
I. The King's Rook takes the Pawn. 


B. The Queen's Rook at its Queen's Square. 


ay. 


FF. The Queen's Rook at its Queen's Square. 


B. The Knight at his King's Biſhop's third Square. 
29. il 

IV. The King's Rook gives check. 

B. The King at his Rook's Square. | 


30. | 
I. The Biſhop at the black Queen's fourth . 
to hinder the Adverſary's Pawns advancing. 


B. The Knight takes the Biſhop. 


$1”: e 5 


. The Rook retakes the Knight. 


B. The King's Rook at its Biſhop's Square, 7 
32. 
I. The Queen's Rook at its Queen's 90080 1 
B. The King's Rook at the white King's Biſhop's 
fourth Square. 5 | 


| 33: 
W. The Queen's Rook at its King's ſecond N 


B. A Queen's Pawn one Move. 


34. 
* The Pawn takes the Paws. 


The Queen's Rook takes the Pawn. 


| "A 


n ) 


35. 
w. The King's Rook at che black King $ ſecond 
Square. 
B. The King's Knight's Pawn one Step; if he 
ſuſtain'd the TROY, the Game was loſt. 
3 
V. One of the two Rooks takes the Pawn. 
B. The Rook takes the Rook. 


37» 
W. The Rook retakes the Rook. 


B. The Rook gives check at the white King's 


Biſhop's ſecond Square, 
or : 38. „„ 
W. The King at his Queen's Biſhop's third Square. 
B. The Rook takes the Pawn, 


e e 
W. The Rook's Pawn two Steps (&. 
B. The King's Knight's Pawn one Step. 
| Os 40. 
W. The Rook's Pawn one Move. 
B. The Knight s'Pawn one Move. 
41. 
W. The Rook at its King's Square. 
B. The Knight' s Pawn one Move. 
if Fo 
W. The Rook at its King's Knight's n, 
B. The Rook gives 8 


W. The King at his 0 Biſhop's fourth Square. 


(4) If you had hes his Pawn with your Rook, inſtead of 
puthing this Pawn, you had loſt the Game ; becauſe your King 
would have hindred your Rook's coming in time to ſtop the 
Paſſage of his Knight's n Thie may be ſeen by playing 
doyer the ſame Moves. 
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5 B. The Rook at the white King's Knight's third 


Square. 

. 

N. The Rook's Pawn one Move. 

B. The Rook at its Knight's ſecond Square. 
45. e 

W. The King takes the Pawn. 

B. The Rook's Pawn one Move. 
46. 

1. The King at the black Queen' 8 Koight s third 

25 Square. 15 | | 

B. The Rook's Pawn one Move. | 
47+ 

W. The Rock's Pawn one Move. 


8 


B. The Rook takes the Fawn (I). 


I. The Rook tales the "ok ( * 
B. The Rook at the ang” 8 Rook 


ſecond Stvare, 


* 


I. The Pawn two Steps. 


B. The Pawn one Step. 
50. 


. The Reok- at its King's Rook's ſecond Square. 

B. The King at his Knight's ſecond Square, 
31. . 

W. The Pawn one Move. 

B. The King at his Knight's third Square. 


52 
W. The King at the black Ren $ Dp! s third 
Square. = Bo 


If he did not take your Pawn, you muſt have taken 


Us and that would have given you the Game. 

f (m) If inftead of raking his Pawn, you had taken his Rook, 
you had loſt the Game : There requires no Back-games to 
ſhew theſe laſt Moves, being eaſily found with but very tt le 


trouble in playing chem over again. 


: , A 121 0 
B. The King at his Knight's fourth Square. 


53. 
I. The Pawn one Move. 


B. The King at the white King's Knight s fourth 


Square. | 


| 54. 
W. The Pan 


5B. The Rook takes the Pawn, and 4 after - 
Wards his King upon the Rook, it is viſible 
to be a drawn Game, becauſe his Pawn 

will coſt TR Rook. 


S0 


FIRST BA CK -GAME, 


Beginning at the Third Move of this 
Queen's Gambit, 


” . 
P * 8 q aq meg — * 
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M bite. HE King's Pawn one Move. 
Black. The King's Biſhop's Pawn two 
Steps ( a). 


4. 
V, The King's Biſhop takes the Pawn, : 
B. The King's Pawn one Move. 


IV. The King $ Biſhop” 8 Pen one FIG 
B. 


(a) The moving of this Pawn muſt convince you, that it 1 
had been better to puſh your King's Pawn two Steps, (becauſe 
as you can eaſily perceive) his Pawn hinders the Union of 
your King's and Queen's Pawns in front, 


9 


( 122 ) 


B. The King's Knight at his * third 
Square (6). 


IV. The Queen's Knight at his Biſhop's rd 


Square. 


B. The Queen's Biſhop's Pawn two Steps (c). 


go 
V. The King” s Knight at his King's ſecond I" 
B. TheQueen's Knight at his Biſhop's third Ie. 


* 


W. The King caſtles. 
B. The King' s Knight's Pawn two ls (d). 


. 9. 
W. The Queen? s Pawn takes the Pawn (e). 


B. The Queen takes the. Queen, 
10. 
17 The Rook retakes the Queen. 
B. The King s Biſhop takes the Pawn, 
"Ii 
77. The King's Knight athis Queen's fourth Square, 


B. The King at his ſecond Square. 


"I'S; 


. The Queen's Knight at his Rook's -Tounth 


Square. 


; 3 . 
(2) He playeth this Knight for the ſame purpoſe, which i is 


to hinder your King's and Queen's Pawns to aſſemble. 

(e) This is puſh'd again with the ſame Deſign to hinder the 
Center Pawns to unite in front. 

(4) He playeth this Pawn to puſh that of his King's 18598 
upon your King's Pawn in caſe of need, which would be th 


8 Cauſe of an entire Separation of your beſt Pawns. 


(e) IF inſtead of taking this Pawn you had advanced it, 
your Adverfary would have attack'd your King's Biſhop with 


his Queen's Knight to oblige you to give him check; and in 
this caſe, he, playing his King at his Biſhop's ſecond Square, had 


gain'd the Move upon you, a * a very good Situation of 
Came. : 


6423) 


8. The King's Biſhop ut his Queen's third Square, 


.13- 
u. The King's Knight takes the Knight. 
B. The Pawn retakes the Knight. 
14. 
. The King's Biſhop's Pawn one Step V. 
2. The King s Rook' s:Pawn one Step. 45 
15. 
1. The -Quren's: Bine at hs Queen 5 9 
Square. 
B. The 28 20 at his Queen- 8 fourth Square 
| % 3610 
17. The King' 8 Knight S Pawn one 8 8095 


B. The Queen's Bigler at his Queen's ſecond 


OE. 


: | 
V. The. King at has Biſhop' 8 ſecond 9 
B. The Queen's Biſhop s Pawn one Move. 


18. 


. The Knight at his Queen's, Biſhop's high: 


Square. 
B. The Tn 8 Biſhop at his third Square, 
W. The X nights takes the Knight. 
B. The Pawn retakes the a 
1 29 75 25 
V. The King $ Biſhop at his King o's s ſecond Square. 
B, . The Queen's Rook at Its King s Knight's 
Square. | 
1 5 of at , | | 
Nats The Queen $ Biſhop at his third Square. : 
B. 
wy. F ) You advance this Ne to hi dar your Adverſury' s putk= 


ting three Pawns: i in front, which he would ha ve perform'd 
by puſhing only his Log $ Wa 
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1 The King s Knight's'Pawn takes the Wen. 
| „ 
. The Biſhop takes the Rook (g). 
B. The Pawn takes the King's Pawn giving g check, 
23. 
W. The King retakes the Pan. | T7; 
B. The Rook takes the Biſhop. * 
24. 
V. Fhe King s Biſhop at his third Sqldare!” ; 
B, The King at his third FOE. Zis 
25. 
W. The King's 5 Rook at its Queen's $ ſecond 
Square, / 
B. The ä s Pawn * check. . 
8 ' 
. The King at his Biſhop's ſecond Square 
B. The Queen's Biſhop at bor gr mae s _ 
| A | 
| yl 27. 
. The Queen's Rook at its King's Square, + 
B. The King at his Queen” 8 fourth 1 be 
i e 
W. The King' 5 Rook at its King's 5 ſecond Square. 
B. The Rock at its King' 8 ee i 
29. ; 
N. The King's Knight's Pawn one Move. 
. The cena}? pon the _— „„ 
30. 
(g) If you had retaken his Pawn with your Kaiihr $ Pawn, 


he would have puſh'd his Queen's Pawn upon your Biſhop, 
and afterwards would have entered your Game with a Check 
of his Rook, ſuſtain'd by his Queen's Biſhop; and if you had 
taken this Pawn with your King's Pawn, he might have done 
the ſame ; that — } have given him a very good Game, 
becauſe one of his Pawns being then paſs'd (that is to fay, a Pawn 
that can be no more ſtopp'd but by pieces) will intallibly coft 


4 Piece, to the making of it a Queen. | 


(88) 


| 8 ] a 30. 
B. The Pawan takes the Pawn, © 


5 5: - 
V. The King's Rook's Pawn one Move. 
B. The Queen's Biſhop's Pawn one Move. 


NV. The King's Rook at the black King's Rook's 


anne 2 1 | 
B. The Queen's Pawn one Move. 


33. 
. The King at his third Square. 


U 


B. The King's Biſhop gives check at his Queen's 


Biſhop's fourth Square. 


NV. The King at his Biſhop's fourth Square, hav- 

ing no other Place. at att 

B, The Queen's Pawn one Move, and wins the 
Game (4). 775 1 


eh 


(5) J let your Game be loſt, only to ſhew the Strength of 


two Biſhops againſt the Rooks; particularly when the King is 
placed between two Pawns. But if inſtead of employing your 
Rooks to make War againft his Pawns, you had, on the 
_ thirry-firit Move, play'd your Rook at the black Queen's 

Square; on the thirty-ſecond Move brought your other Rook 
at your Adverſary's King's ſecond Square; and on the thirty - 
third Move ſacrificed your firſt Rook for his King's Biſhop ; 
ſtead of loſing, you had made it a drawn Game. 
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SECOND BACK-GAME, 


0 4% "F336 


Beginning at the Third Move of this 
Queen's ery up 


* 4 : 
* 
it þ 


: 
$ 


3. 
White,'F 11 E King's Pawn two Steps. | 
Black. 1 The Queen' s Knight's Lan two 


Steps, e dne 2 oe 


4. 
. The C Queen's Rook's Pawn two Steps. 
. 1 he Queen” 8 Biop 8. Fawn one e - 
nn DOS , 35. 
W. The Queen' s Knight's PRs one e Ste 
B. The. Gambir' 8 Pawn takes the Pawn, 
6. 
M. The Rook's Pawn takes the Pawn. 
B. The Queen 8 Biſhop s Pawn takes the baun. 


* 
VV. The King's Biſhop takes the Pawn, and gives 


check. 5 


B. The Biſhop covers the Check. 


W. The Queen takes the Pawn. 


B. The Biſhop takes the-Biſhop. 


(a) It is of the ſame 8 in the Attack of the 


Queen's Gambit, to ſeparate the Adverſary's Pawns on that 


Lide, 5 2 is in the King's Gampits to ſeparate chem on the 


; ({ 129: )) 


2 
. The Queen retakes the Biſhop, a and gives check. 
B. The Queen covers the Check. 


10. 
W. The Queen takes the Queen. N 
B. The Kni gh retakes the Queen. F- 
. 


. The King' s Biſhop's Pawn two Steps. 
B. The -King s Pawn one Move or Yep) 
12. 
V. The King at his ſecond Square. 
5. The King's Biſhop's Pawn two Nh Y). 
13 
W. The King? s Pawn one Move. | 
B. The King's Knight at his King's ſecond Square. 


14. 
W. The Queen's Knight at his Biſhop's third 
Squares? 4; 
3. The King's Knight at his Queen's faurch 
| Square (c). 
16. 


W. The Knight takes the Knight. 
B, The Pawn retakes the Knight. 4 
| 16. 


7 By puſhing this Yen two Ea, his Scheme is to fores 
you to puſh forwards yuur King's Pawn, in order to make 
your Queen's Pawn, now at the Head, be left behind, and 
of no uſe to you. (Vide Ref. (/) in the chird Party.) Nevers 
theleſs you muſt play it; but you will ftrive afterwards with 
the Help of your Pieces to change this your Queen's Pawn. 
for his King's, and give by this means a tree paſſage to your 
own King's Pawn. 

{c) In this preſent Situation your Adverfary is aal to 
propoſe the changing of Knights, though by this Move he 
ſeparates his Pawns; becauſe if he had play'd any thing elſe, 
you would have taken his Rook's Pawn, playing only your 

| Knight at the black Queen 8 8 5 fourth 8 Square, as you 
may caſily perceiye. | 
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| 16. = 
FP. The Queen's Biſhop at his Rook's third Square. 


B, The Biſhop takes the Biſhop. - 


ow 
2 The Rook takes the Biſhop. 
B. The King at his ſecond Square. 
| 18. 


VV. The King at his Biſhop's third Square. 


B, The Ig 's Rook at its Queen S Knight Square. | 
9 
V. The Knight at its Kiag' $ fecand Square. 


B. The King at his third Square. 


20. 
. The King's Rook at its Queen's Rook's Square. 
B, TheKing's Rook at its $ Queen' s Koight's s ſecond 


Square. 
/ 


W. The Queen? s Rook gives 8 


BB. The Knight covers the Check. 


"LM 
W. The King's Rook at the black Queen' 8 Rook's 


fourth Square. 


3B . The King' s Kaight's Pawn one Move. 


23- 
W. The Knight at his Queen' s Biſhop's third Square, 
B. The Queen' s Rook at iis Queen's Square. 

24. 


. The Queen's Rook takes the Rook's Pawn. 
B. The Rook takes the Rook. 


1 


V. The Rook retaketh, and muſt win the Game, 


having a Pawn Superiority, and moreover 
a Pawn paſt, which amounts to a Piece (4). 
0 


wy 4) One may ſee by this Back gums, that a Pawn, when ſepa- 


rated from hi. F Os „ Will — or never make a Fortune. 
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THIRD BACK- AME. 


dae ir. the! Foe: Move of this 
/ Queen's. OM” | 


*. 


pie. HE Queed?; 8 —_— ke the Pawn: 
Black. The N takes the Queen. 


W. The King retakes the alien! © 


B. The Queen's Biſhop at his King's third Square, 
6. 


. The King's Biſhop's Pawn two Steps. | 
B. The King's Knight's FRO one Step. 


7. 

IW. The Queen? ; Koighs at his Biſhop's third 
Square. 

B. The 8 0 $ e, at his Queen's s ſecond 
Square. 8 1 

VV. The King' 8 Rook's Pawn one Move. 

B. The King's Rook's Pawn two Moves. 


9. 
u. The Queen? s Biſhop at his * third Square 
B. The King caſtles. SN © | 
> gag 
W. The King at his Queen' -Biſkop's Pardon TI 


5 B, The King's Biſhop at his Ms Biſhop's 


fourth Square. 
It. 


11. 
. The Biſhop takes the Biſhop.” ; 
B. The Knight retakes the Biſhop, | 


m The King's Knigbt at his A third 
Square. 
B. The Queen's Biſhop's J Payn one Step. - 
4 1 2 
V. The King' Knight at the black King $ Knight 3 
fourth Square. 
B. The Queen's N s Pawn two Steps. 


WThe Fig Hübe at his King's ſecond 
quare. 


B, The King's, Kaight,, at his | Kiog's ſccond 
Square. TIE 1 „„ 


* 
4 * 


53. 
W. The Koight takes the Biſhop. 
B. The Pawn rerakes the Knight. e 5 
3 | W, The Queen's Rooks Pawn two Steps. EE. 
' 'B. The 8 ry ao at the 1 1 


* 


17. WM 1 
W. The TY s Rook at its 3 ©" "i | 
B. The Queen's Rook's Pawn one. Step. 

18, | 
W. The Queen's s Rook's Pawn Akad ite Pawn: 
B. The Queen“ 8 Rook's Pawn, retakes the. Pa WD. 

MS or 

V. The Rook gives check. © 4 

| 1 Thy The King at his es, 8 woche. ſecond 
338 Square. wy ee ,,, as. 


+ 273 = 
3 a | 1 
7 The | Rook takes the Rook. 5 5 | {5 
B. The Rook en the Rook. | 
11%: af. | 
. The Mbel at its Queen' $ ee a. 
B. The Queen's Knight gives check at the whe 
Queen s fourth Square. 
„ | | 
W. The King at his Queen's Knight! 8 Squares 
B. The King at his Queen's Knight's third Square. 
23. 
W. The King's Knight's Pawn two Steps. 
B. The Pawn takes the Pawn. 
24. 
m. The Pawn'tetakes the Pawn. 
B. The Queen's Biſhop's Pawn one Move. 
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25s 
IF. The King s Knight's Pawn one Move. 
B. The King's Knight at 25 Queen's Biſhop's 
| third Square: 
N 26. 
V. The Biſhop at his Kibg's Knight” s 4th Square. 
B. The Queen' 8 — 8 Faun one Move. 


1. The Knight at his King s ſecond Square. 
B. The King” s Knight at his Queen's Rook's 
fourth Square. 
28. 
W. The Knight takes the Knight. 
B. The Pawn dernen the Knight, 
| 29: 
17. The Biſhop 1 the Pn. 
B. The King at his Queen's Biſhop's 4th- Squate. 
30. 
. The King $ Biſhop's Pawn one e Step. 
8 B. 


B. The Knight a. the e . f 8 * 


( 1432 ) 


B. The Queen's Pawn oy Move. 9 


W. The King 8 Biſhop? 8 3 3 the Sg 2 a 5 


Square. 
32. 


. The Pawn one an 


B. The Rook: at its Queen's! Rook's + png to 
give. Check- mate. 


8 33. 55 
V. The Rook . the Pans. r i 
i B. The Rook gives check. 12 


ww 


. 

I. The King has but one 1 T of 
B. The. Rook gives Check- mate at its Queen's 
| a es | 


be be 
FOURTH BACK-GAME, 


Beginning at the ſeventh Move of. this 
Queen's Gambit _ 


7. 
| N HE King's Biſhop rakes the Game 


bit's Pawn. - p 
Black. The King's Biſhop's Pawn takes the baun. 
8. 
W. The King's Biſhop $ Pawn retakes 1 Pawn. 
Ts 


(a) He takes this Pawn, to make a Qufeen'v upon the white 
Queen's — where his * ſuſtains the Pawn. 


1 83 95 
B. The King's Knight at the white King! 8 1 8 
fourth Square, | . 


W. The King! $ Knight * his Rook's third 4 ſquare 
B. The. Außen F check. 
4 10. 
. The Kinkz at his Queen' 8 Sica 1 
B. The King 8 Knight at the white King s third 
Square. 
© 
M. The Queen at her King's ſecond Square. 
B. The Queen's Biſhop at the white King's 
 Kaight's fourth Square. | 
12. 
I. The Queen at her third Square. 
B. The King's Knight takes the King 8 Kalcher 8 
Pawn, 
13. : 
I. The King's Knight at his home. 
B. The Queen at the white King's Square giving 
check. 


| . 

. The King retires. 
&; I's King's Biſhop-takes the Knight, and 
will eaſily win the Game. 


. 
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I ETD SED 
| 


1 | FIFTH BACK- GAME. 
| „ rid: At che Eighth Mare. 
= | | 5 
4 Whine” H E Rook e the Bimop 
L | Black. 1 The Queen' 8 „ 8 =_un two Steps, 
14 FW. The Knight at * black Queen's Biſhop's 


i 
a . fourth Square. 
4 | B. The King caſtles. 
10. 
V. The Queen's Rook's Pawn two EN 
B. The Queen's Knight at his Rook's 30. en 
Ix, © 
| 17. The Koight takes the Knight. 
B. The Biſhop 1etakes the Knight. 
1 | 
. The Rook's Pawn takes the Pawn. 
B. The Biſhop retakes the Pawn. | 


es Wye * 
65 N — _ . * 8 og — * ·k A 
_ 


13. 
. The Queen's Knighe 8 Pawn one Move. 
B. The King s Bilhop's Pawn takes the Pawn, 
I 4. Zo 
W. The Oucent s Knight's Pare takes the Pawn, 
HB. The Biſbop at his QUE ſecond Square. 


oF. 
W. The Queens Biſhop at the black King's 
B. 


1 | ca s fourth — 


+ 3 
B, The baun takes the Pawn, 
4413 16. 
72 The le 9 the Pawn. 
B. The King at his Rook's Square. 
| et 17 | 
Þ at his Queen's 3d. Square.” 
's Pawn one Move. 
I8. 
W. The King s Rook's Pawn two Moves. 
B. The Rook's Pawn takes the Queen's Biſhop. 
19. 
I. The Pawn retakes the Pawn. 
B. The Knight at his Rook's fourth Square. 


20. 
. The Biſhop at the black Kipg' 8 Knight' 8 4 
Square. 
B. The Knight at the white King's ; Biſhop" s 4th, 
Square, 
21. 


2 The Queen at cher Biſhop's ſecond Square. 

B. The Knight takes the Biſhop to avoid the mate. 
e 

. The Queen retakes the Knight, 

B. The Biſhop at his King's Biſhop' s 4th. __ 


. The Queen gives 1 
B. The King retires. 

„ | 
WW. The King" 8 Kai s Pawn one Move. 
B. The Biſhop takes the Pawn. 


235 
. The Queen takes the Biſnop. 
H. The Queen at her King's Biſhop's ny 1 Square 


26, 


* - 
K —_— 
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5 

W. The Queen's Rook at the black Queen ' 
' Rook's third Square. | 

3. The Queen rakes the Queen. 


h £3. | j 
V. The Queen” > Rook retakes the Queen. E N 
B. The King“ s Rook at its Biſhop's ſecond Square. 
© 
W. The King at his ſecond Square. 
B. The Queen! 5 Rook's Pawn two Steps. | 


=: 
I. The Queen's Rook at the black Ling s third 
- Square. 
B. The Rook's Pawn one Move. 


1 
W. The ak takes the 1 
3 The Rook's Pawn one More. | 
31. : 
W. The King's Rock ut its Queen's Rook's „ddr. 
B. The Rook's Pawn. one Move. | 
32. 
I. The Rook at its King's third Share, 
B. The King's. Rook at its Biſhop's third Square. 


33: 
W. The King at his Queen's third Square, 
| B. The Rook gives check. 


34. 
. The King at his fourth 8 
B. The Rook takes the Rook. 


35: 
. The King retakes the Rook. 
B. The Rook at its Queen? Rooles 3d-Square, 
36. 


W. The King at his Queen? s fourth Square. 


B. 


X- 137 1 _ 
B. The King at his 1 0 ſecond Square, 2 | 


V The King at his 99 Biſhop's 3d. Square. 1 
"i The Rook gives check, _ | E | 

38. WE 
V. The Lak at his Queen's Knights ao Square, | 
B. T he Roo takes the Pawn, 1 


39. | 
W. The Rook takes the Pawn, 3 5 & 
B, The King at his ſecond Square. 1 1 
40. | | 3 
W. The Queen” s Biſhop's Pawn one Step. 1 =_ 
B. The King's TOY s Pawn two Steps. | j 


FW. The Rook at the Mack Queen's Rook's foo IM 
cond Square. | EP 5 
B. The King at his — 8 Square. 1 


. The King at * ck Queen's Knight's 
fourth Square. 3 
B. The in s Pawn one Move. 


43. 
N. The King at the black Queen $ Biſhop” 0 third 
8 | 


B, The Rook gives check, 


1 3 E 2 N * 25 444 +4 - Wh 
VV. The Pawn covers the Check. = 
B. The Pawn takes the Pawn. 3 _ 


45+ 
V. The Pawn 3 the Pawn. 


B. The King at his home. 
46. 


W. The Rook at the black King's Knight's ſe- 
cond Square. | | 


138 Jy 
- The Rook at ts oo  Sqoare ER 


i. The King at the black Queen? 8 Biſhop s ſe⸗ 
cond Squate, and afterwards' i his 
Pawn, will win the Game: 


| onto ch bebe 


SIXTH BAGK- GAME. 
Beginning at the Tenth Move. 5 


1 
4 


: White. T H E King? 8 iber $ Pawn takes « th 
Pawn. | 
Black. The Knight rakes the King's Pawn. 

11. 
M, The Knight retakes the Koight, 
B. The Queen gives check. 

„„ 
. The Knight at his King's Knight 8 as Square. 
B. The Queen's Biſhop at the white King 8 
Knight” 8 fourth 1 27 8 


W. The King's Bio at his King's ſecond 
_ Square' (a). 
B. The Queen takes the Rook's Pawn. 


14. 
. The King 8 Rook at its Biſhop 8 Squate ( þ . 


(] Any thing yon i have play'd could not hinder you 
from loſing a Piece. 

(3) If inſtead of playing your Rook you had play'd your 
. King, he had won it ſooner, playing only his Rook ar your 
. King $ Biſhop' s ſecond PRs 


3 


. ͤ . . ˙ ,- 


61 39 ) 4 
B. The Queen takes the Knight and gives check. 


W. The King at his Queen's ſecond Square. 


B. The Queen's Knight at his Queen's ſecond 


Square. 

16. | 
W. The Rook takes the Rook (c). 
B. The Rook retakes the Rook. 

# ts 

W. The Queen at her King's Square.“ 
B. The Rook at the white King's Biſhop's ſecond 
Square, and wins the Game. 


(0 If you had taken his Biſhop, he would have given you 
check with his Queen at your Queen's third Square, and mate - 
by taking your Rook the following Move. 
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: FREY N d. | 


: 5 give Check- mate with a Rook and 


a Biſhop, againſt a Rook. 


| The Situation in which 1 put the oY is 


the moſt advantageous for. the defending 
Rook; but in caſe the Defender doth, not 
"hoodie that Retreat, it is not at all difficult 

to force his King at the W of the 
Cheſs-board. 


S1TVvaTION. 


Mbite. The King at the black King' s third Square, 


the Rook upon the Queen's Biſhop's 
Line, and the Biſhop at the black King's 
fourth Square. 


Black. The King at his home, and the Rook at its 


" _ 3 ſecond VIquare. 


White." H E Rook gives check. 
Black. 1 The Rook NOR the Check. 


VNN. The Rook at the black Queen? 8 Biſhop' s ſecond 


Square. 


B. The Rook at the white Queen' S ſecond Square. 
* 
. The Rook at the black Queens * 8 fe- 


pos Square. 
8 B. | 


+ 


3 1 
8 — 2 
4 1 * 
« Ra 4 4 
. £ 4 7 * 
7 bi OY If Pos * . 2 * 28 he 3 , 25 8 
GS 8 3 Ns 
x =. 33 4s 9) 
* * 2. d, * Tt 3 22 8 . 2 ad” 
. * 7 =, r 0 
* 8 oi 1 3 _ Fs 2 
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Se 


tf ann ) 
B. The Rook at the yo Queen's Square. - 


VV. The Rook at the black King's Knight's ſecond 
Square (8). 
B. The Rook ar the 2 King's Biſhop's ſquare. 


I. The Biſhop at 1 King 8 Knight's s third 
Square (5). 
B. The King at his Biſhop $ Square. 


W. The Rook at its King's Knight's fourth creat 
B. The King at his * 


. The Rook at its Queer? s opa fourth 


Square (c). 
B. The Rook at the white Queen's Square. 
8. 


F. The Biſhop at his King's Rook's fourth ſquare. 
B, The King at his Biſhop' O e 


Ys 
"'F, The Biſhop at the black King's Biſhop* 8 third 
Square. 


B. The Rook m—_ check at the white king's ſquare, 


10. 
W. The Biſhop covers the Check. 
B. The King at his Knight' s Square. 
„ 
IF. The Rook at the King's Rook's fourth Squares 
| and River Mate the following Move. 


A. 


The 1 a, b, e fend you back from thoſe Moves to 


another way of giving him Check. mate, according as he 
changes his Moves. 
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From the Letter (a) on the Fourth 
DES; Move. 1 


N u I HE Rook at che black King” : Knight 


ſecond Square. bo 


5- 
VV. The Rook at the black Xing 8 Rook's ſecond 


Square. 


P. The Rook at the white King's Knight 5 ſquare. 
6. 
W. The Rook at the black Queen 8 Biſhop? s ſe- 


cond Square. 


B. The Rook gives check ; at its King 8 Knight 8 
third Square (x). | 


25 TEES | 
WV. The Biſhop'covers the Check. — 
B. The Kipg at his Knight's Square. 

8. 


W. The Rook. gives check. 
B, 1 he King at his Rook's ſecond Square. 


9. 
W. The Rook gives 5 at the black 
1 Rook's 1 8 81 


@ A Sequel of als. from the Sixth 
Move, in caſe he doth not _ 
check with his Rock. 


6.” 
White, H E Rook at the black Queen's 
| 995 Biſhop's ſecond Square. 


Black. The King at his Knight 8. * | 


7. 
| W. The Rook gives check: at the Queen? $ Biſhop 
Square. | 
B, The King at his Rook's ſecond” Square. 
8. 


. The Rook gives check at the black King's 
ERook's Square, 
B. The King at his Knight s third Square. 


9- 
W. The Rook gives check at the black King's 
| Knight's Square, and takes the black Rook 
Jor EG 


120004 (4) ) Another 


6 * 


. — | 


ON Another way of ring! Mate with 
a Rook and a Biſhop, againſt a 
Rook, * from the Fifth 
Move. 


White 111 E now? at his King $ „ Kel ts 

T third Square. e of 
Black. The Rook at the whit King's Biſhop's 
Va third. Square. „ 

F. 

I. The Biſhop at the black Queen? s third 8 

D.. The Rook Eves check at the White e 3d. 


Square. 


W. The Biſhop PM ak Check. i 
8 The Rook at the white King' 8 Biſhop s third 
Square. 


8. 
W. The Rook gives check at the black King's 
ſecond Square. 


B. The King at his Queen 8 n 


9. 5 ; 

W. The Rook at the black Queer? 8 Knight s ſe- 
cond Square, and gives Mate the follow- 
ing Move, at the black Queen 8 Knight 8 


Square. 
(e) Another 
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eee. 
E) Another way to give Mate from 


the > Seventh. . 


1 


White. 1 E FOR” at its yo ood Biſhop's 
: fourth Square: 
Black. The King at his Biſhop's Souare. 
8. 


W. The Biſhop at the black King's fourth DR 
B, The King at go Lows. r Square. 5 


. The Rock at its King's Rook's fourth 118 


and gives Mate the following Move, at 8 
black King's Rook's ſquare, © Cha 


ce b, aaa 


A particular Reflection upon the 
Fourth Party. . 
By nich one may be convinced, that it is 
. diſadvantageous to play the Queen's 
— s Pawn on the ſecond Move. 


* | 


Black. * 1 HE King's. Pawn. two > Moves. ar FG 
bi te. The ſame. 5 af 
2. a at: | 


B. The . s Biſhop's 8 one Move. 


FW. The * s Pawn two 2 
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